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Beyond Game sonenanadan 


What’s New With Gaming? 


he year 1962 saw the introduction 

of the first computer action game 

on a DEC PDP-1; that game was a 

real-time title called Spacewar!. 

Sure, it may be difficult to grasp 
that this battle was fought nearly 40 years ago. 
However, it’s easy to see that computer and 
electronic games have progressed a very long 
way since the two small Spacewar! ships 
fought each other in front of a canopy of elec- 
tronic stars on a cathode ray tube. 

Since then games have been released in 
arcades (whose time has come and gone), 
standalone electronic units, consoles (such as 
Nintendo and Sega), and a wide range of com- 
puters. However, for all the various platforms 
available to gaming, it’s the games themselves 
that captured the hearts and minds of people 
everywhere. Computer gaming was once just 
for computer programmers. It then became 
something popular with pimple-faced teens 
and techno-geeks. While these original market 
segments may still play games, today gaming 
as an industry is finally accepted in mass- 
market terms. Witness the press coverage of 
products such as Sega’s Dreamcast, Sony’s 
PlayStation2, and Microsoft's Xbox. 


© Growth Of Gaming Think of it this 
way: A lot of people play games. According 
to the IDSA (Interactive Digital Software 
Association), 60% of all Americans play com- 
puter and video games. That totals to about 
145 million people. The year 1995 saw $3.2 


For Computer Gamers 
Adults 35 years and older like PC gaming. 


A 
~ Source: IDSA 


billion in US. entertainment 
software sales; that number 
jumped to $6.1 billion last 
year. (See the charts titled 
“For Computer Gamers” 
and “For Console Gamers” 
for interesting demographics 
from the IDSA.) 

Another IDSA survey showed that in 
2000, 35% of all Americans rated playing com- 
puter and video games as the most fun enter- 
tainment activity for the third consecutive 
year. All this points to the increasing populari- 
ty of computer and electronic gaming. Try as 
you might, it’s going to be hard to get by with- 
out running into some gaming-related infor- 
mation this fall and winter. 


E Death Of The PC The introduction of 
several new consoles has led naysayers to cry 
about the impending death of the PC. Pay no 
heed. This is simple exaggeration and mass 
hysteria. While it may be possible that PCs will 
one day be unlike what we see today, the stan- 
dard PC is here to stay for many years to come. 

Every time a new console ships, the same 
groans and mutterings about the impending 
death of PCs surface. However, while new gam- 
ing consoles are certainly very powerful, they 
are locked into a four- or five-year life cycle. 
Fortunately, PCs have no such restraints. When 
the now-hot PlayStation2 is two years old, the 
PC will already have surpassed it in hardware. 
That’s the inherent benefit of PCs: They adapt 


For Console Gamers 


Kids under age 18 dominate console gaming. 


42% 
Under 18 


Source: IDSA 


and grow 
more powerful. 

That is why we have a ded- 
icated section in this issue focusing on the 
latest hardware you will want for gaming. 
CPUs, video cards, and joysticks (to name a 
few) are all covered. So ignore the death knell 
and get ready to buy or upgrade your new 
gaming rig. Those of you interested in building 
a new PC should tune in to our November 
Guide Series issue on this very topic. 


E Guide To PC Gaming & Elec- 
tronic Entertainment There's a lot com- 
ing to the realm of electronic entertainment. 
Later this month (October) Sony will invade 
millions of living rooms around America with 
its PlayStation2. Nintendo will be announcing 
more details on its post Nintendo-64 console 
(currently codenamed Dolphin) shortly after 
we go to press, and Microsoft will enter the 
fray with Xbox. 

Picking through the latest and the greatest 
will be challenging to even veteran gamers. 
That’s what this issue’s about—providing you 
with a concise and useful reference to the 
hottest computer (see pages 50 - 95) and con- 
sole games and hardware (pages 32 - 49), 
explaining the “biz” (pages 10 - 31), getting 


. insights from some of the greatest gaming 


innovators (pages 123 - 136), understanding 
the classics (pages 6 - 9 and bonus Web sec- 
tion), and a whole lot more gaming goodness. 
Welcome to the ultimate guide to gaming. 
Thanks for joining us, and we ea you enjoy 
your stay. [6s] 


by Samit Gupta Choudhuri 
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Past To Present 


The History of Electronic Entertainment 


as arcade games, home console games, 

and computer games, have grown from 
a garage business to a multibillion dollar 
industry. It didn’t happen overnight, and it 
certainly didn’t happen by accident. 

The jury is still out regarding who was the 
first to invent an electronic game, but-all the 
research points to William Higenbotham, who 
in 1958, turned an oscilloscope into a primitive 


Es: entertainment products, such 


Pong game while working at Brookhaven ` 


National Laboratory. Calling it Tennis 
Programming, Higenbotham was undoubtedly 
aware of the commercial potential of the 
device he had. However, he never tried to cap- 
italize on it or secure any patents. It’s also 
unlikely that Tennis Programming inspired 
any other game developers; the game was 
located in a secure facility and demonstrated 
to only a few people. To find the first truly 
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influential electronic game, we have to fast-for- 
ward to 1962, when Spacewar!, which is gener- 
ally regarded as the first computer game, hit 
the scene. 

Developed by Steven Russell, Martin Graetz, 
Peter Samson, and Dan Edwards, 
Spacewar! featured two competing 
spaceships that had to fight each other 
while avoiding a gravity well located in 
the center of the screen. Compared to a 
game like Pong (which came later), the 
game gave players a tremendous 
amount of control by letting them 
maneuver left and right, 
fire, and use their 
thrusters to jockey for 
position and prevent 
their ships from being 
sucked into the center of 
the playfield and 


You have a genuine antique if you own an original Pong machine. 


destroyed. Space-war! had an obvious impact 
on many classic games that followed, such as 
Asteroids and the popular Star Control series. 

It also was important in that it inspired oth- 
ers to create games. Spacewar! was designed 
to run on a PDP-1 minicomputer, which at the 
time was an incredibly expensive piece of 
machinery that home users simply couldn't 
afford. Other electronic entertainment pioneers 
saw the potential of marketing a game like 
Spacewar! to consumers and set about finding 
ways to make the technology affordable. 


The 1970s. One of these pioneers (and 
entrepreneurs) was Ralph Baer, who designed 
the first home videogame console in 1966. 
Dubbing the system the Odyssey, Baer con- 
vinced Magnavox to produce his creation, and 
the first systems hit store shelves in 1972. It 
was the first time home users could get some- 
thing akin to an arcade experience in their 
homes, although the video display relied on 
plastic overlays to provide much of the sys- 
tem’s graphics. Regardless, the Odyssey was a 
popular system that proved a market for home 
videogame systems existed. 

Home computers were pretty much a dream 
in the early 1970s, available only in kit form 
and of limited use for gaming. Arcade games, 
however, were a different story. The same year 
the Odyssey debuted, Nolan Bushnell (see 
pages 133-134 for an interview with Bushnell) 
and Ted Dabney founded Atari. While most 
people associate Atari with home consoles, the 
company got its start selling immensely popu- 
lar arcade machines. Bushnell and Dabney had 
created an arcade version of Spacewar! in 1971. 
The game was called Computer Space, and it 
was the first video arcade game, but the con- 
trols proved too complex for most people. 
After forming Atari, Bushnell focused on 
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. designing a much simpler machine with the 
help of programmer Alan Alcorn; the result 
was Pong. Atari may not have been the first to 
create an electronic game based loosely on ten- 
nis (even Baer’s Odyssey came with one), but 
Pong’s impact exceeded that of any game that 
came before it. When the first machine mal- 
functioned after only one day at Andy Capp’s 
bar in Sunnyvale, Calif., Bushnell went to check 
it. The only thing wrong with the unit was that 
it was stuffed to overflowing with quarters. 
Thus the video arcade industry was born. 

Other companies sprang from the wood- 
work and began selling knock-offs of Pong to 
cash in on this new fad. By 1975 Atari had pro- 
duced a home console version of the game that 
set sales records and prompted a flood of imita- 
tors to create Pong-like games 
for home users. 

Of course, many people dur- 
ing this period were figuring 
out that a system that came 
with multiple games (such as 
the Odyssey) was superior to 
one that played a single game, 
and it wasn’t long before home 
consoles that used cartridges 
were entering the market. One 
of the first was Fairchild’s 
Channel F, released in 1976. 


1978 Intel’s famous 5MHz 
(megahertz) 8006 processors 
were on the market, further sep- 
arating the home computer mar- 
ket from the console market in 
terms of raw performance. 


= The 1980s. Home com- 
puters were en-croaching on the 
videogame console market by the 
1980s, al-though the early years of 
the Big Hair decade mainly repre- 
sented the. glory days of the 
arcades. The year 1980 saw the 
release of Battlezone, one of the 
earliest first-person perspective 
games. Defender and Missile 
Command, both of 
which became 
instant classics, were also 
released that year. Once Namco 
unleashed the unbelievably pop- 
ular Pac-Man in 1980, the indus- 
try was never the same. Pac-Man 
inspired a slew of sequels, a hit 
song, a few television series, and 
more marketing tie-ins than any 
other game had up to that point. 
Toy giant Mattel leaped into 
the home console market in 1980 


Missile Command took 
arcades by storm. 


With the Channel F, users could 


Atari was hot in its heyday. 


with its Intellivision, which was 


superior to the Atari VCS in 
every way except the one that 
counted: popularity. The text- 
based adventure Zork was 
released for home computers in‘ 
1980, and lucky Apple ][ owners 
were able to use the power of the 
system to play the first adventure 
game to use graphics, Sierra On- 
Line’s Mystery House. By 1981 
IBM was selling its first PCs, 
equipped with 5MHz Intel 8088 
processors and 4KB (kilobytes) of 
RAM. These were heady system 
specifications for the time, and 
the $3,000 price kept the machine 
out of most homes. 

"In 1982 Coleco’s ColecoVision 
console was coming close to 
reproducing the arcade expe-rience at home, 
especially Nintendo's popular Donkey Kong 
title, but the end of the home console market 
was near. By 1984 there was so much bad soft- 
ware on the market from companies trying to 
make a quick buck that customers were fearful 
of buying anything. People also were starting to 
eschew dedicated gaming consoles in favor of 
home computers that were much more versatile. 
For these reasons and more the video game mar- 
ket crashed between 1982 and 1984, with Atari 
losing more than $500 million in 1983 alone. 


purchase new games without 

having to buy an entirely new system and sim- 
ply pop in a different cartridge when they 
wanted to play a different game. Atari, teeter- 
ing on the brink of financial disaster because of 
all the Pong competitors, followed suit by 
launching the cartridge-based Atari VCS (a.k.a. 
Atari 2600) in 1977. 

The Atari VCS blew the lid off the home 
video game market, eventually becoming a 
victim of its own success. The $200 systems 
flew off store shelves, and Atari (along with 
other developers) made even more money by 
selling software cartridges for the new system. 
Programmers who wrote games for the Atari 
VCS created many computer game companies 
that are strong today, such as Activision. 

The Atari VCS wasn’t the only new system 
on the market in 1977. Apple Computer was 
hawking its new $1,300 Apple ][ home com- 
puters, which had several times more RAM 
(random-aecess memory) than a home console 
and eventually became a great games machine. 
Commodore started selling its PET computer, 
a $600 system that established the company’s 
reputation as a low-cost, high value outfit. In 


Emulation Nation 


lassic games are a If you want to see an 

blast, but it’s hard to emulator in action, visit the 
find an arcade with a ~ Spacewar! Web site at 
Defender machine that’s http://mevard.www.media 
still in working order. .mit.edu/groups/el/projects 


Fortunately, because 


/spacewar. When the game 


today’s computers are loads, you are emulating a 
thousands of times faster PDP-1 minicomputer, which 
than the oldest arcade was a frightfully powerful 
machines, it is possible to machine in its day but is 
use emulation to relive the pathetic compared to mod- 
classics. Emulators use ern desktop computers. 
software to mimic the hard- Itis also possible to 
ware of the machine you emulate more recent con- 
are trying to emulate. ` soles such as the 
Software is much slower PlayStation and Nintendo 
and less efficient than hard- 64 if you have a fast PC 
ware, so it takes a powerful and the right software, 
system with a fast CPU to although the legal implica- 
emulate even older tions are murky. If you own 
- the original software, 


machines with any speed. 


there’s really nothing wrong 
with playing it on your PC, 
but if you don’t own a copy, 
you're violating the law. 
Bleem’s bleem! software 
lets users play PlayStation 
games on their PCs, but 
we've had limited success 
with the software. Instead, 
consider downloading a 
copy of MAME (Multiple 
Arcade Machine Emulator). 
MAME can emulate more 
than 1,500 classic arcade 
games such as Pac-Man 
and Gorf right on your PC 
with perfect quality. You 
can learn more about the 
program at http://www 
-mame.net. [] 
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Everything changed in 1985 when 
Nintendo launched the $199 Nintendo 
Entertain-ment System, a console that 
almost single-handedly revived the home 
video game market. Ironically, Nintendo 
had wanted to partner with Atari to sell 
the units in the United States, but Atari 
would have nothing to do with them. 
While the NES was technically inferior to 
some competing products, such as Sega’s 
Sega Master System, the software for the 
NES was so good that Nintendo dominat- 
ed the industry. This was the era of Super 
Mario Brothers and The Legend of Zelda: 
classic games that spawned many sequels 
and imitators. Nintendo’s reign ended 
when Sega released the revolutionary 16- 
bit Genesis console in 1989, which 
Nintendo didn’t counter until 1991 when 
the 16-bit Super Nintendo Entertainment 
System (SNES) was brought to bear. 

Then came’ 1989; this was also the year of 
the handheld systems, as both Atari’s Lynx 
and Nintendo’s Game Boy were released. 
The Lynx sported a full-color screen, great 
sound, and a zippy processor. The Game Boy 
had a horrible green screen and bad sound and 
was inferior in every way but one: popularity. 
The Lynx died an agonizing death, and the 
Game Boy went on to become the best-selling 
. video game hardware of all time. 

During the mid to late 1980s, home comput- 
ers were becoming increasingly powerful, 
making them truly great gaming platforms. 
Commodore’s Amiga 500, which was released 
in 1987, became legendary both for its low cost 
and its impressive gaming capabilities. Where 
a typical PC could display 16-256 colors at 
once and relied on PC speaker sound (without 
an expensive sound card upgrade), the Amiga 
delivered four-channel stereo sound and more 
than 4000 simultaneous colors out of the box. 
They also cost half to a third the price of a new 
PC. The Atari ST was released in 1985 afd was 
famous for its gaming superiority. 


The 1990s. The 1990s got off to a 
great start in terms of electronic entertainment 
with the release of Origin Systems’ Wing 
Commander. This space combat simulator 
became famous for prompting thousands of PC 
users to upgrade their hardware just so they 
could play the game, a process that is painfully 
familiar to any PC owner these days. The year 
1990 also saw the inaugural Final Fantasy role- 
playing game that inspired the upcoming 
movie and over 10 sequels and offshoots. 
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Many think the Nintendo 64 was the first 
64-bit console, but that distinction goes to the 
ill-fated Atari Jaguar of 1993. Released with 
impressive specifications and very little soft- 
ware, the system quickly fell out of favor. The 
same fate befell the 3DO console released in 
1993, which used a capacious CD-ROM drive 
but had few games and was pricey. 

The console market may have been dreary in 
1993, but computer owners reaped a bounty of 
classic games. Doom appeared in 1993 and went 
on to become one of the most popular and influ- 
ential games of all time along with its then-new 
shareware distribution strategy. Other favorites 
such as MicroProse’s X-COM, Broderbund’s 
Myst, and Sid Meier's Civilization (published by 
MicroProse). These games had a profound 
impact on future titles. 

It wasn’t until 1995 that consoles made a 
comeback, as Sega launched its 32-bit Saturn 
system, and Sony dove into the market with its 
32-bit PlayStation. The Saturn was a competent 
machine, but the PlayStation’s multitude of 
games and support for 3-D graphics gave it the 
edge needed to trounce the Saturn. Sony’s tim- 
ing also gave them an advantage over industry 
juggernaut Nintendo, which didn’t release the 
Nintendo 64 until 1996. Hampered by a car- 
tridge format that didn’t allow for much storage, 
the Nintendo 64 did not enjoy the same popular- 
ity with hardcore gamers that the PlayStation 
did. Sega struck back in 1999 with the impres- 
sive 128-bit Dreamcast, but their superiority 


Classic titles, such as Asteroids and Donkey Kong, popularized the early gaming scene. Eventually, these 
games and machines led the way to modern-day console and PC games. 


likely will be short-lived with Sony's impending 
plans to release the PlayStation2. Nintendo's 
next-generation console is slated to appear early 
next year, and even Microsoft plans to release a 
powerful console in 2001 known as Xbox. 

As Nintendo 64 and PlayStation duked it 
out, PC hardware soared to unprecedented lev- 
els of power while prices plunged. Processor 
speeds climbed from about 25MHz in 1990 to 
nearly 1GHz by the end of 1999. Standard sys- 
tem memory leaped from 4MB in 1990 to 64MB 
to 128MB in 1999. Hard drive sizes expanded 
from hundreds of megabytes to tens of giga- 
bytes. Specialized sound and video accelerators 
became standard equipment on nearly all home 
PCs. Best of all, the typical PC user paid less for’ 
a system at the end of 1999 than someone 
would have in 1990. PCs, properly configured, 
are currently the ultimate gaming rigs, and it’s 
likely to stay that way for a-while. 

By the end of 1999, console games, console 
hardware, and computer games achieved com- 
bined sales totaling more than $7.4 billion in 
the United States, according to figures released 
by PC Data. To put that in perspective, more ` 
than $7.3 billion in movie tickets were sold in 
1999, according to ACNielsen EDI, Inc. Bear in 
mind that the PC Data figures don’t include 
arcade totals, and it’s obvious the-electronic 
entertainment industry is showing no signs of 
slowing down. 


by Tracy Baker 


Electronic Entertainment Timeline 


1889 - The roots of what later 
will become Nintendo planted. 


1954 - Service Games (eventu- 
ally renamed Sega) founded. 


1962 - Spacewar! is released. 
1968 - Intel is founded. 
1969 - AMD is founded. 


1971 - Nolan Bushnell's 
Computer Space, based on 
Spacewar!, becomes the first 
arcade game. 


1972 - Magnavox begins selling 
the Odyssey, the first home video 
game console. It retails for $100. 


Nolan Bushnell and Ted sai 
found Atari. 


Atari's Pong makes its first 
appearance. 


Bill Gates and Paul Allen found 
traf-O-Data, which eventually 
becomes Microsoft. 


1975 - Atari begins selling its 
home version of Pong for $100. 


1977 - The Atari VCS (later 
called the Atari 2600) first 
appears and remains on the 
market until 1990. It retails 
for $200. 


` Newly-formed Apple Computer 
begins selling Apple ][ home 
computer systems with 4KB of 
RAM for $1,300. 
1978 - Space Invaders arrive. 


1979 - Atari's Asteroids hits the 


- arcade scene. 


Infocom'is founded; creates 
adventure games—mostly text 


based—for the next 10 years. 
1980 - Activision is founded. 


Four of the most influential 
arcade games of all time— 
Battlezone, Defender, Missile 
Command, and Pac-Man—" 
debut. Pac-Man achieves a level 
of popularity formerly unheard of. 


Infocom releases Zork, the 
immortal text-only adventure. 


1981 - Nintendo's Donkey Kong 
arcade game is released, mark- 
ing the first appearance of 
Nintendo mascot Mario. 


The IBM PC (5150) makes its 
first appearance. It has a 
4.77MHz Intel 8088 CPU, 64KB 
of RAM and sells for $3,000 to 
$6,000, depending on options. 


1982 - The first signs of the 
video game crash appear. 


Coleco releases its 
ColecoVision home console, 
which retails for $175. 


Milton Bradley launches the 
Vectrx all-in-one console with a 
built-in video screen for $199. 


Commodore begins selling the 
Gommodore 64 with 64KB of 
RAM and 16-color graphics for 
$600. 


1983 - The video game crash is 
in full swing; Atari alone loses 
over $500 million. 


Dragon's Lair, an interactive car- 
toon illustrated by Don Bluth, 
ups the ante for arcade game 
graphics through the use of 
laser disc technology. 


Sierra On-Line’s King’s Quest 


series is launched on the PC. 


Electronic Arts releases 
M.U.L.E., one of the first multi- 
player computer games. 


1984 - Apple introduces the 
Macintosh, with a 7.83MHz 
processor, built-in black-and- 
white monitor, and 128KB of 
RAM for $2,000. 


IBM begins selling PC AT 
systems. 


1985 - The first 1X CD-ROM dri- 
ves hit the market, but there is 
little software to take advantage 
of them. 


Nintendo introduces its Nintendo 
Entertainment System console 
and revives the home video 
game market. It sells for $199. 


1987 - Commodore releases the 
Amiga 500, with 512KB of RAM 
and several dedicated multime- 
dia processors. 


Maxis releases the original 
SimCity on multiple computer 
platforms. 


1988 - Spectrum Holobyte starts 
a puzzle game craze with the 
release of Tetris. 


1989 - Nintendo’s Game Boy 
handheld system debuts and 
eventually becomes the best-sell- 


ing video game system of all time. 


NEC gets into the video game 
market with its TurboGrafx-16 
home console. 


Sega’s Genesis revolutionizes 
the home console market. 


Intel 80486 processors hit the 
market, running at 25MHz. 


1990 - Microsoft launches 
Windows 3.0. 


SquareSoft releases the first 
Final Fantasy role-playing game 
on the NES. 


Origin Systems kicks off the 
Wing Commander space sim 
saga. 


1991 - Advanced Micro Devices 
begins competing with Intel, 
starting with the Am386 proces- 
sor. 


id Software is born. 


Nintendo’s SNES is released 
worldwide. 


1993 - The first 64-bit home con- 
sole, Atari's Jaguar, is rolled out. 
¢ 
id's Doom changes action. 
gamers’ expectations forever. 


MicroProse raises the strategy 
and wargame bar with the 
release of X-Com. 


Broderbund releases Myst, 
which goes on to become one of 
the best-selling computer games 
ever. 

Sid Meier's Civilization ships. 


1995 - Sega releases its 32-bit 
Saturn home console. 


Sony enters the home console 
with its 32-bit PlayStation. 


Windows 95 is launched. 


Please visit http://www. smart 
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The Gaming 
Violence Debate 


Are Ratings Enough To Ensure Games 
Don’t End Up in Underage Hands? 
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the video game world, kids attempted to 

chomp pellets and escape colorful gener- 
ic ghosts. But those ghosts certainly pale incom- 
parison to many of the opponents found in 
today’s popular video games. Zombies, mon- 
sters, and madmen are just a few of the villains 
out to get gamers. Players must bludgeon, burn, 
shoot down, or otherwise annihilate these oppo- 
nents before they can do the same to the gamer. 

Since the ‘80s, computers have vastly im- 
proved, and video game makers have pushed 
the limits with incredible graphics and fast- 
paced action. They've also pushed the envelope 
with more violence, blood, harsh language, and 
sexually explicit material. And some of these 
games are finding their way into the hands of 
younger users. 

Parents and child advocate groups are con- 
cerned about the amount of violence in games 
and whether that violence will have an ad- 
verse affect on children. They are concerned 
that all this blood and gore, shooting and 


F ack when Pac-Man and the Mrs. ruled 
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killing are filling kids heads with violent atti- 
tudes. But can gaming violence really carry 
over into the everyday lives of children? 

Some researchers answer with a resounding 
yes. David Walsh, Ph.D., president of the 
National Institute on Media and the Family 
(http://www.mediaandthefamily.org), author, 
and member of Vice President Gore’s national 
round table on “Media’s Effect on Children,” 
says research shows that violent images do 
have an impact. Walsh points to a study by Paul 
Lynch at the University of Oklahoma Medical 
School conducted over the past 10 years. 
Playing violent video games caused greater 
physical changes to children in the test group 
than nonviolent games. The changes affected 
their heart rates, blood pressure, and amount of 
aggression-related hormones such as adrenaline 
and testosterone. The study also showed that 
violent games had a stronger effect on angry 
youth than on easy-going children. 

An additional study by Craig Anderson 
of Iowa State University and Karen Dill of 


Lenoir-Rhyne College concluded that there 
was a correlation between real-life aggressive 
behavior and violent video gameplay. The two 
researchers also conducted an experiment with 
two groups of students, one playing a nonvio- 
lent game and another with a violent game, 
both games of equal difficulty. Those playing 
the violent game showed increases in aggres- 
sive thoughts and behavior while those play- 
ing the nonviolent game did not. 

“[Kids] play violent video games and start 
to carry those attitudes and behavior into real 
life,” Walsh says. 


The Intent Behind Ratings. In re- 
sponse to urging from children’s groups and 
advocates such as Sen. Joe Lieberman (D-Conn., 
http://www.senate.gov/~lieberman), the 
IDSA (Interactive Digital Software Association, 
http://www.idsa.com) formed the ESRB 
(Entertainment Software Rating Board; http:// 
www.esrb.org/home.html; 800/771-3772, 
212/759-0700) in September 1994 and developed 
a game rating system. 

The ESRB’s ratings are used on the majority 
of today’s popular games, as well as online 
game sites. The ratings are easily identifiable; 
they are usually in black and white letters and 
located in the bottom left or right corner on the 
front of a game package. 

There are currently five ratings: EC (Early 
Childhood, for ages three and older), E 
(Everyone, for ages six and older), T (Teen, for 
ages 13 and older), M (Mature, forages 17 and 
older), and AO (Adults Only, for ages 18 and 
older). Occasionally you may also see a RP 
(Rating Pending), which indicates that the prod- 
uct has been submitted to the ESRB for a rating 
and is in the review process. Online games are 
rated similarly, but include an “i” at the end of 
the rating to indicate they are “Interactive.” 

Along with the game ratings, the ESRB also 
sticks a Content Descriptor on the back of the 
software packaging in a black and white box. 
These descriptors give more information about 
the content of the game so parents can make a 
better decision about if a game is suitable for 
their children, says Arthur Pober, president of 
the ESRB. The descriptors fall under categories 
such as language, sexual themes, and violent 
content. You might see descriptors such as “real- 
istic blood and gore,” “mild language,” “sugges- 
tive themes,” or “edutainment.” Interactive con- 
tent descriptors for Web sites also may include 
phrases such as “personal information,” “e- 
mail,” or “financial information” if sites require 
gamers to supply this type of information. 


The majority of computer games are rated by 
the ESRB. Game companies voluntarily submit 
actual game footage to the ESRB and three 
trained ESRB raters evaluate the game, give it a 
rating, and also suggest content descriptors. 
According to the ESRB, these trained raters are 
everyday people from all walks of life. 

Along with assigning ratings, the ESRB also 
watches for rogue companies that may attempt 
to employ an unauthorized rating or use a rat- 
ing improperly. 


® What Else Can Be Done? Even 


with the rating system in place during the last 
six years, many violent games are still getting 
into the hands of kids. Violent video games have 
- been linked to school shootings in Bethel, Ala., 
Paducah, Ky., and Jonesboro, Ark. And, accord- 
ing to the National Institute on Media and the 
Family, one of the shooters at the Columbine 
High School incident was an avid Doom player. 

What more should game companies do 
beyond rating their games? Ideally, Sen. 
Lieberman’s office says he would like to see a 
decrease in the number of games with extreme, 
celebratory violence to begin with. Certain kinds 
of depravity may sell, but is it worth the poten- 
tial harm it can do in the long run? 

Walsh says video game companies are going 
to do what makes sense for their business, and 
they will continue to sell violence until there is 
business pressure not to do it. Not surprisingly, 
violence in games is not a popular topic among 
game companies. The companies we contacted, 
including id Software, Interplay, and Acclaim 
Entertainment, never returned our calls for 
comment about keeping violent games out 


of the hands of young 
gamers. 

In addition to game 
companies, pressure is also 
being applied on retailers. 
Illinois Attorney General 
Jim Ryan recently conduct- 
ed a crackdown on retail 
outlets selling video games 
in that state. Through a 
sting operation, Ryan dis- 
covered that kids could 
easily purchase Mature- 
rated games at a number 
of Illinois stores. Ryan then 
sent letters to those stores 
asking them to enforce the 
rating system and stop 
selling Mature games to 
minors. 

The sting hasn’t gone unnoticed around the 
nation. Sears and Wards have announced that 
they will no longer sell Mature-rated games in 
their stores in response to Ryan’s request. In 
addition, 10 senators, including Lieberman, are 
joining the effort by sending letters to seven 
large game retailers to ask that they also honor 
the rating system in their stores. These retailers 
include such names as Best Buy, Circuit City, 
Kmart, and eBay. After a month and a half, 
Lieberman’s office commented that the sena- 
tors had only received one reply. 


W Taking It To The Streets. Despite 


its shortcomings, Lieberman’s office says that 
the ESRB has a good product to sell in its rat- 
ing system. The ESRB ratings are effective 
when they are used. But parents still need edu- 
cating about what those ratings mean. 

This year, the ESRB has initiated a large 
campaign to educate the public about the rat- 
ings, with everything from television adver- 
tisements featuring Tiger Woods to distribut- 
ing more than 5 million brochures in retail 
stores. Of course, there is an ESRB Web site 
and a toll-free phone number for parents to 
call for more information, as well as a database 
of each game’s rating. The ESRB also offers 
this information in French and Spanish. 

In addition, the ESRB has joined with sever- 
al other entertainment organizations to form a 
Web site with information about all sorts of 
ratings, including those relating to movies, 
television, music, and computer and video 
games. The MPAA (Motion Picture Associa- 
tion of America), the NCTA (National Cable 
Television Association), the NAB (National 


Association of Broadcasters), the RIAA 
(Recording Industry Association of America), 
and the IDSA have jointly formed the Parental 
Media Guide (http://www.parentalguide 
.org). Here, parents can access links to get 
more information about the guidelines behind 
the ratings, check into frequently asked ques- 
tions, or connect to other related links. 

“[The awareness campaign] is really to 
make parents aware that a rating system is out 
there,” Walsh says. “According to the research 
we've done, when we asked kids ‘Do your par- 
ents understand the ratings?,’ they say no. ‘Do 
parents stop you from buying a game because 
of the ratings?’ Again, they say no. We want 
parents more involved in the purchasing.” 

The industry also received some flack for 
advertising its games to younger audiences 
and marketing action figures from Mature- 
audience games to young children. To combat 
these shortcomings, the IDSA formed the ARC 
(Advertising Review Council) at the beginning 
of this year. The council was created to ensure 
video game advertisements are accurate and 
appropriate for all audiences. 

When a company signs on for a rating, Pober 
says, the council inspects the packaging and 
advertising for the product. If an advertisement 
violates the ARC’s guidelines, the ARC notifies 
that company to adjust its advertisements. If it 
doesn’t attempt to adjust its advertisements, 
the company could be sanctioned through a 
fine or by revoking the game’s rating. 

Several major magazine publishers have 
also signed onto the ARC principles to 
ensure that advettisements fit the audience 
age of their readers. Certain advertisements 
that might be suitable for an adult gaming 
magazine may not be fit for something 
designed more for kids, such as Nintendo 
Power Magazine, Pober says. 

It’s too early to determine if the ARC is 
effective, but by the end of the year, our 
sources say it will be more evident. In the 
meantime, the ESRB hopes that the new 
awareness of its rating system will help keep 
games in the hands of the appropriate audi- 
ences. The ESRB hopes to get the word out that 
the ratings are more than just a little letter on a 
box, Pober says. The content descriptors are a 
great aid to helping parents determine 
whether a game is suitable for their child. 

“We provide information [that is] as complete 
as possible so parents can make a decision if a 
game belongs in their home,” Pober says. 


by Cindy Krushenisky 
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For Your Children 


Understanding The Rating System 


& Related Content 


o you really know what your 
L kids are doing on computers? 

According to a recent survey by 
the National Institute on Media and the 
Family, only about 2% of the respon- 
dents said their parents routinely 
checked the ratings on the games they 
owned, and only 1% ever were prevent- 
ed from buying a game because of a rat- 
ing. In fact, 18% of the boys that respond- 

- ed said their parents would be upset if 
they knew about all the games they were 
playing. If you'd rather not have your 
children fall into this group of statistics, 
investigate the games they're playing, 
especially before they buy the software. 

Start by looking at the packaging. The 
software company might suggest an age 
range that it thinks the product is most 
appropriate for on the outside of the box. 
Some stores let you try games before you 
buy them. In addition, don’t forget to 
review magazine articles and ratings that 
can give you a better idea of the underly- 
ing theme of games and the age groups they 
might be best suited for. 

Of course, the best tool you have available 
to find appropriate games for your children 
is the ESRB (Entertainment Software Rating 
Board; http://www.esrb.org/home.html; 
800/771-3772, 212/759-0700) rating system. 
On the front of any software package, look at 
a bottom corner for a black and white letter 
rating. ESRB has five ratings: EC (Early 
Childhood, for ages three and older), 
E (Everyone, for ages six and older), T (Teen, 
for ages 13 and older), M (Mature, for ages 17 
and older), and AO (Adults Only, for ages 18 
and older). There is one additional rating you 
might see on a rare occasion: RP (Rating 
Pending), which indicates that the product 
has been submitted to the ESRB for a rating 
and is in the review process. 

Next, turn the software box over and check 
the ESRB content descriptor (generally in a 


12 PCGaming / Guide Series 


black and white box). It describes the underly- 
ing themes in the product and why the game 
received its rating. Descriptors can be grouped 
according to violence, language, sexual con- 
tent, early childhood, or other categories, such 
as if it includes drug or alcohol use. For exam- 
ple, games with violence may include descrip- 
tors such as “mild animated violence,” “realis- 
tic violence,” or “realistic blood and gore.” If 
there is a rating, but no descriptor on the back, 
there may not be any content that warrants a 
descriptor (according to the ESRB). 


=E Monitor Online Gaming. Com- 
puter games don’t all come from stores. Kids 
can also access games via the Internet. To keep 
your kids from playing ones that aren't appro- 
priate for their age group, the ESRB has estab- 
lished ratings for online game sites. Interactive 
game ratings are the same as those for ordi- 
nary game packaging, except that online 


mn 


ratings include an “i 
they are “Interactive.” 

Interactive game ratings often appear at the 
bottom of Web pages and include descriptors, 
if necessary. Interactive descriptors can also 
include special warnings, including whether a 
site requires personal or financial information, 
sells products online, or requires an e-mail 
address. If you want a list of sites rated with 
the ESRB, check the database at http:// 
wwweesrb.org/esrbi. 

Or, check for RSACi ratings (now owned by 
the Internet Content Rating Association, 
http://www.icra.org), which resemble small 
thermometers. RSACi rates sites according to 
four categories: violence, nudity, sex, and lan- 
guage. There are five levels available for each 
category, from Level 0 (with little or no ques- 
tionable content) to Level 4 (with extremely 
questionable material). 

If there aren’t any ratings on the site, some 
of the adult-oriented game sites post a warn- 


at the end to indicate 


ing on the home page that they are intended 


for mature audiences. Don’t assume, however, 
that the gaming site is designed for everyone if 
there are no warnings or ratings. 


E Get Educated. Arthur Pober, presi- 
dent of the ESRB, says every child is different, 
and the content descriptors should help par- 
ents determine if a game is right for their child. 
“Look at a product, turn it over, and look at 
the descriptor. If you see violence, blood and 
gore, or suggestive themes, then you can 
decide if you want that in your home or not,” 
Pober says. 3 

But in order for game ratings to work, par- 
ents must understand what they mean and 
check the ratings on the products their kids 
purchase. In the wake of several high school 
shootings across the nation, a number of enter- 
tainment industry groups are increasing 
awareness of game ratings. They are also 
ensuring that games are marketed for the audi- 
ence they are most appropriate for. 

Another good resource is Parental Media 
Guide (http:/ /www.parentalguide.org), a new 
site with information about video game rat- 
ings, as well as movie, television, and music 
ratings. 

The ratings system is a good way to mea- 
sure the appropriateness of a game for your 
child. It’s up to you, however, to make sure 
this factor doesn’t get overlooked. 


by Cindy Krushenisky 


At one airline, we not only added 60% more Firs 
With FIRSTUP, you fyi in First Class when = 
coach, fly First. 


Before your next flight, call your umel poe 
at 1-800-221-2000. Ask for cee and 
seat you deserve. 


; TiU is available on qualifying domes 


PC vs. Console 


Understanding What Types 
Of Games Sell & Why 


n the arena of video games, console games 
™ crush PC games like The Rock pile driving 

Vince McMahon in a World Wrestling 
Federation match—only in this case, there’s 
nothing staged. 

According to the NPD Group, a research and 
industry-tracking company, console games out- 
sell their PC counterparts more than two to one 
in dollar figures. That comes as no surprise 
when you look at the top-selling games. Right 
now, the console market, with titles such as 
WWE Smackdown, is dominated by action and 
sports titles, which account for more than 63% 
of all console games sold (see the “Market 
Share” sidebar for more information), according 
to PC Data. In contrast, top-selling PC games 
come from the strategy and family entertain- 
ment categories, with a combined share of more 
than 40% of the PC market. (See the “Market 
Share” sidebar for more information.) 


E Extreme Sports. Pro wrestling is just 
one of several alternative sports that have suc- 
cessfully made the transition from real-life ath- 
letic arenas to the video screen. Other so-called 
extreme sports, such as biking and skateboard- 
ing, have proven to be big sellers in the gaming 
market, as well. “In the last couple of years, new 
games in the extreme sports category have been 
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released and done very well,” says Matt Gravett, 
who is a game analyst with PC Data. 

Another hit for console games, as the “Top 
Sellers” sidebar indicates, is Pokemon anything, 
which “sells by the truckload,” according to Ben 
Rinaldi, senior editor of GameWEEK magazine. 


Market Share 


"he following are the market shares for each game type, console or PC, by the game 
-E category. The statistics are from PC Data, and the numbers are through May 2000. 


; PC Games 
i Category 


Console Games 
Category = UnitShare Dollar 
Share 

Action 32.6% 35.4% 

Adventure 

/Role Playing 20.6% 19.7% 

Arcade 3.5% 2.7% 

Child 3.7% - 3.3% 

Family 

Entertainment 1.5% 1.6% 

Simulation 12.7% 13.6% 

Sports 18.5% 19.1% 
Strategy § 46% 4.0% 

Other 2.3% 0.5% 


[Total 100.0% 100.0% |]: 


And just as art has imitated life in console 
video games, so it has on the PC side, as well. 
This year’s hit PC game is Who Wants to Be a 
Millionaire, which is based on the popular 
prime-time game show hosted by Regis, Philbin 
that goes by the same name. Despite the popu- 
larity of the show, Rinaldi says the success of 
Millionaire as a PC game was a surprise. He 
attributes the high sales in part to the game's rel- 
atively low retail price of $19.99, which is a bar- 
gain when you compare it with, for example, the 
$60 for Pokemon Stadium. 


E Expanding Sales Base. Retail sales 
for the gaming industry in 1999 jumped 19% 
more than the previous year—the fourth consec- 
utive year in which the industry enjoyed a dou- 
ble-digit increase in sales, according to the NPD 
Group. Last year, more than 215 million PC and 
console games were sold, according to NPD 
Group. Console games accounted for $4.2 billion 
in sales, and PC games grossed $1.9 billion. 

What's driving these remarkable sales? An 
ever-widening consumer base that wants to gob- 
ble up these products. It used to be that “gamer” 
was synonymous with “adolescent male,” but a 
new survey that Peter D. Hart Research 
Associate conducted for the Interactive Digital 
Software Association (IDSA) blows away that 
stereotype. The research found that 60% of 
Americans six years old and older—roughly 145 
million people—“routinely” play PC/video 
games. Of these, 43% are female, and the aver- 
age age of game players is 28. 


Unit Share Dollar 


Share 


Top Sellers According to PC Data, the following are the best-selling console video games and PC games through May 2000. 


Best-Selling Console Video Games 

Title Publisher Format Category Average Price 
1. Pokemon Stadium Nintendo Nintendo 64 Action $60 
2. Pokemon Yellow: Pikachu Edition Nintendo Game Boy Adventure/Role Playing $26 
3. WWF Smackdown! THQ Inc. PlayStation Sports $41 
4. Gran Turismo 2 Sony PlayStation Simulation $40 
5. Pokemon Trading Card Game Nintendo Game Boy Action $25 
6. Syphon Filter 2 989 Studios PlayStation Action $41 
7. Pokemon Blue Nintendo Game Boy Adventure/Role Playing $25 
8. Pokemon Red Nintendo Game Boy Adventure/Role Playing $26 © 
9. Crazy Taxi Sega Dreamcast Simulation $50 
10. Mario Party 2 Nintendo Nintendo 64 Family Entertainment $50 
Best-Selling PC Games 

Title Publisher Format Category Average Price 
1. Who Wants to Be a Millionaire Disney CD Win95 Family Entertainment $19 
2. The Sims Electronic Arts CD Win95 Strategy $42 
3. Roller Coaster Tycoon - Hasbro Interactive CD Win95 Strategy $27 
4. Age of Empires Il: Age of Kings Microsoft CD Win95/NT Strategy $44 
5. Roller Coaster Tycoon Hasbro Interactive CD Win95 - Strategy $19 

Corkscrew FollieS Expansion Pack 
6. Sim City 3000 Electronic Arts CD Win95 Strategy $39 
7. Unreal Tournament Infogrames/ CD Win95 Action $43. 

Entertainment ` 

8. Half-Life Havas Interactive CD Win95 Action $32 
9. Tom Clancy's Red Storm CD Win95 . Strategy $28 

Rainbow Six Gold Edition ` Entertainment 
10. Who Wants to Be Disney CD Win95 Family Entertainment $18 


a Millionaire 2nd Edition 


“PlayStation and Nintendo 64 have really 
reached everyone,” Rinaldi says. “And while 
Dreamcast is most appealing to hardcore 
gamers, Sega [the maker of Dreamcast] is try- 
ing to expand its base, as well.” 


™ Convergence. So far in 2000, sales 
have flattened out a bit, Rinaldi says. He says 
this is because there are a lot of sequels on the 
market, and gamers are looking for something 
original. In addition, Rinaldi believes that 
quality is lacking in some of the higher-priced 
games. 

But perhaps the biggest reason sales have 
slowed is gamers are waiting for the new con- 
sole systems that will hit the market within the 
next year, and thus for the new games for 
those systems. In October 2000, for example, 
Sony’s PlayStation 2 (PS2), which Sony already 


2 


released in Japan, will be available in the 
United States. 

According to Gravett, one of the highly tout- 
ed features of PS2 is it is backwards compati- 
ble, which means it will play all the games 
designed for the original PlayStation. “When 
it’s released, it already will have a library of 
1,000 games,” he says. The next console from 
Nintendo won't be backwards compatible. 

Rinaldi, however, isn’t convinced that back- 
wards compatibility will be a big factor for 
some gamers. “There will be such a jump in 
graphics [quality], they won’t want to go 


back” and play old PlayStation games on the 


PS2, he says. 

Better graphics aren’t the only selling point 
for the next. generation of consoles. The new 
systems from Sony, Nintendo (code-named 
Project Dolphin), and Microsoft (code-named 


Xbox) all will be similar in functionality to a 
PC, Gravett says. For example, all will have 
the capability of playing DVD movies and 
will provide access to the Internet. In fact, the 
Xbox also will have an 8GB (gigabyte) hard 
drive. 

Gravett foresees a convergence between 
PCs and consoles, especially with Microsoft's 
entrance into the console market. “Since 
these consoles will connect to the Internet, 
the online gaming experience, which has 
been limited to PC gamers up until now, will 
be available to console gamers,” he says. “I 
think this means we'll see more games that 
traditionally would have only seen the light 
of day on the PC now come out on the con- 
soles, as well.” 


by Rachel Derowitsch 
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The Great Gaming Debate: Is PC Or Console Gaming Better? 


lectronic gaming has many 
forms today, including $5 


resolution, frame rate, polygon 


relatively small system memory 


count, anti-aliasing, and texture and the lack of substantial per- 


handheld electronic games and mapping determine how pretty 
sophisticated virtual reality sim- a game looks to the player. 


ulators that cost tens of thou- 
sands of dollars. However, the 
multibillion-dollar gaming 
industry really hinges on just 
two kinds of electronic amuse- 
ment: PC gaming and game 
consoles that connect to your 
television. 


interesting, but they were 


extremely primitive and had lim- 


ited appeal. (How many times - 
can you play Pong, anyway?) | 

However, with the arrival of . 
more sophisticated systems, ~ 
such as Atari’s 2600 Video 
Computer System, PC gamers 
and console fans began partici- 
pating in an ongoing debate 
about which is better. Of course, 
there are gamers that enjoy 
both, but it is safe to say most 
gamers fall on one side of this 
discussion or the other. So 
which is better? 

(NOTE: For the full version of 
this sidebar, visit our Web site at 
http://www.smartcomputing.com/ 
gameguide2000/whatsells.) 


Let’s Get Technical 

The most obvious compari-- 
son between the two is the 
level of graphical complexity 
that each brings to the table. 
Things such as display 
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(NOTE: For more information 
on technical terms like these, 
see the “Chat Attack” article in 
this issue.) Today's PCs have 
an obvious advantage over 
most consoles in each of these 
areas because PC monitors 
display graphics at much high- 
esolutions, making animat- 
haracters and backgrounds 
smoother and more realis- 
Cs also have more raw 
Sing power than con- 
hich means they can 
cute more of the mathemat- 
ical operations necessary to 

game software each sec- 

ind than consoles « can. 
PE y 


Me 


perience ` 
includes how well ¢ a ames 
" immefses: a ‘player in its make- 


s ‘believe world and how much 
: ` “incentive a game provides a 


` inthis, but in the end, it is the 


complexity of the game and the 
story behind it that makes it a 
compelling experience or just 
another button-mashing dis- 
traction. Game designers will 
tell you that an accomplished 
developer can create this kind 
of environment regardless of 
the gaming medium (PC or 
console), and this is true to a 
certain extent. But thanks to 
large amounts of RAM (ran- 
dom-access memory) and 
today’s enormous hard drives, 
PCs can offer larger, richer 
game environments that 
gamers can adapt and add to 
with ease and that include a 
wealth of detail. A console’s 


3 Pea Na incorporate components fro 


manent storage limit the depth 
of a game world to a much 
smaller framework. 

Edge: PC 


Can We Talk? 
One area where consoles 
seem to have a clear advan- 
tage over PCs is compatibility. 
The open architecture of the 
PC-compatible computer le 
large number of companies 
build PCs with a myriad of 
ond- and third-party compo 
nenjs that’ camdéffer even 
to unit. This sometimes | 
rgsults i patibility prob- 


lems, causing games to wo! k 
improperly or fregze altogeth 
Conso ies usually 


manufacture all their own 
machines, and although m 


Cc 


“different vendors, each u 
the same. This means that 
software developers can tes 
their products more effec 
for bugs and glitches becau 
they have to worry about only 
one hardware specification. 
Console gamers never have to 
worry about installing software, 
reconfiguring their systems, or 
downloading software fixes 
called patches to get games to 
work properly. 
Edge: Consoles 


Do The Math 

Electronic gaming can be an 
expensive hobby for PC 
gamers and console users 
alike, but there are significant 
differences. Although console 
gamers pay more on the aver- 
age per game (PC Data’s top 
10 console videogames for 
May 2000 averaged $40, but 
the top 10 PC game titles aver- 
aged $29.10), PC gamers 


spend substantially more on 
hardware. Console companies 
often introduce their systems 
for about $300 and cut their 
prices to $99 during the aver- 
age console’s five-year market 
life. Gaming PCs, on the other 
hand, cost at least $1,000 
(high-performance PCs often 
cost $2,500 or more), and dur- 
ing a five-year span, hardcore 
gamers frequently upgrade 


"or even new pro 


ing budget’ demand the most 
advanced gaming experience 
possible, and like technical tin- 
kering, PC gaming is probably 
for you. If, however, you have a 
tighter budget, want simpler 
games that don’t require tech- 
nical expertise, and prefer a 
La-Z-Boy to an office chair, 
console gaming is probably just 
your size. (NOTE: To find out 
more about console gaming, 
check out the “Consoles & 
Video Games” section of this 
issue.) 


by Chris Trumble 


Titles To Try 


the variety of video games that are available 

for both consoles and the PC. The following 
catalog gives you a good indication of the 
breadth of games on the market. The games 
mentioned here represent a cross section of 
genres, publishers, platforms, and ratings. 
(NOTE: We present the game information in that 
order; please see sidebars for further explanation.) We 
included upcoming titles, new releases, recent 
best sellers, and old favorites. Regardless of your 
gender, age, or interests, there are sure to be 
games that appeal to you. 

Before we begin, you need to understand the 
codes we use for game platforms and game rat- 
ings. The abbreviations of game platforms in- 
clude D for Dreamcast, GBC for Game Boy 
Color, N64 for Nintendo 64, PC for personal 
computer, and PS/PS2 for PlayStation/ 
PlayStation2. (NOTE: Games made for PlayStation 
will also work with PlayStation2.) For game rat- 
ings, you will see the abbreviations: EC (Early 
childhood), KA (Kids to adults), E (Everyone), T 
(Teen), M (Mature), AO (Adults only), and RP 
(Rating pending). The Entertainment Software 
Rating Board has established them to help you 
look for age-appropriate content. 

(NOTE: For the long version of this article, which 
includes more games, see our Web site at http://www 
.smartcomputing.com/gameguide2000/titleprofile.) 


[= new to gaming, you may not realize 


Action/Adventure. These high-oc- 
tane games include military thrillers and futur- 
istic fantasies. 


Carmageddon 2: Carpocalypse Now 

Interplay (http://www. interplay.com) 
N64 M 

In this follow-up to the 1997 best-selling 
Carmageddon, it’s safe to say you don’t 
want to be a pedestrian. 


Mortal Kombat Special Forces 
Midway Games (http://www.midway.com) 
orm: PS ° M 
Help Jax overcome the evil Kano and his 
Black Dragon forces. 


Perfect Dark 


Rare (http://www.rareware.com) 
N64 ° 
You control special agent Joanna Dark 
in this FPS game that offers both 
single-player and multiplayer modes. 


Star Trek Bridge Commander 


Activision (http:/www.activision.com) 
PC» RP 
You're in command of the Starfleet star- 
ship as you solve the mystery behind a 
galactic explosion. 


Syphon Filter 
989 Studios (http://www.989studios.com) 
PS e T 


It's your job to infiltrate the organization that 
has created the deadly Syphon Filter virus. 


Arcade. Older gamers who remember the 
popularity of arcade games in the late 1970s and 
1980s are especially drawn to these classic hits. 


Atari Arcade Hits 1 & 2 


Atari/Hasbro Interactive (http://www 
-hasbrointeractive.com) 
PC E 
Enjoy 12 classic games, such as Asteroids 
and Centipede, from a leader in arcade fun. 


Museum 64 
Namco (http://www.namco.com) 
N64 ° Ẹ 


This new collection of arcade hits includes 
Ms. Pac-Man, Pac-Man, Dig-Dug, Galaga, 
Galaxian, and Pole Position. 


Pac-Man World 20th Anniversary 


Namco (http://www.namco.com) 
PS e Ẹ 
You can play in Classic Mode or enjoy 3-D 
graphics in Quest Mode or Maze Mode. 


Q*bert 
Atari/Hasbro Interactive (http://www 
-hasbrointeractive.com) 
PCe Ẹ 
Navigate a variety of pyramid puzzles to 
help the loveable Q*bert save Q*dina. 


Space Invaders 


Activision (http:/www.activision.com) 
GBC, N64, PC, and PS « E 
This addictive arcade game returns in 3-D 
form. The challenge is to work your way 
through 100 levels of fighting. 


Star Trek Bridge Commander 
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= Board/Card Games. These games 
are the electronic editions of some of your fa- 
vorite board and card games. 


Battleship — 

Hasbro Interactive (http://www.hasbro 
interactive. com) 

Platform: PC « ESRB: E 

Get ready to sink your enemy's ships using 
one of three modes: Classic, Salvo, and 
Volley. 


Monopoly 


Hasbro Interactive (http:/www.hasbro 
interactive.com) 

Platform: PC « ESRB: E 

Play one of the 10 city versions or the 
classic version. 


Operation 

Hasbro Interactive (http:/www.hasbro 
interactive.com) 

Platform: PC « ESRB: E 

It’s your turn to take care of a whole bunch 
of strange patients. You can even fix mon- 
sters at the Haunted Hospital. 


Solitaire Master 

eGames (http:/\www.egames.com) 

Platform: PC • ESRB: E 

Play more than 200 card games or create 
your own with the Solitaire Wizard. 


W Children. Many software makers pro- 
duce video games for kids that are educational 
and fun. 


3D Frog Man 


eGames (http:/;www.egames.com) 

Platform: PC ° ESRB: E 

Become a frog and feast on bugs, worms, 
and the like as you jump through several 
game boards. 


Barbie Ocean Discovery Game Pak 

Mattel Interactive (http:/www.mattel 
interactive.com) 

Platform: GBC ° ESRB: KA 

Have some fun with Barbie by helping her 
search for buried treasure in the ocean. 


A Bug’s Life 

THQ (http:/www.thg.com) 

Platform: GBC ° ESRB: E 

In nine levels of play, the quest is the same: 
help Flik save the ant colony from those 
pesky grasshoppers. 
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Candy Land Adventure 


Hasbro Interactive (http://www.hasbro 
interactive.com) 

Platform: PC ° ESRB: E 

Youngsters strengthen their memory and 
matching skills as they attempt to rescue 
King Kandy. 


Toy Story/Toy Story 2 

THQ (http:/www.thg.com) 

Platform: GBC ¢ ESRB: E 

Both games follow the story lines of their re- 
spective hit movies. 


E Fighting/Wrestling. In these games, 


the combat gets up close and personal. 


Gekido 

Interplay (http:/www.interplay.com) 

Platform: PS « ESRB: T 

Four-player fighting and single-player action 
combine arcade-type speed with a good 
storyline. 


Jackie Chan Stuntmaster 


Midway (http:/\www.midway.com) 

Platform: PS « ESRB: T 

Guide stuntmaster Jackie Chan through 15 
levels of martial arts fighting to rescue his 
grandfather and retrieve a stolen 
package. 


Soul Fighter 


Mattel Interactive 
(http://www. mattel 
interactive.com) 

Platform: D « ESRB: T 

A mysterious mist has trans- 
formed the residents of Gomar 
into vicious animals. You must 
undo the curse. 


Tekken Tag Tournament 
Namco (http:/;www.namco.com) 


Platform: PS2 * ESRB: T 
The new version of this game features 20 
fighters from previous Tekken games. 


WrestleMania 2000 

THQ (http://www. thq.com) 

Platform: GBC and N64 ° ESRB: T (N64) 
and E (GBC) 

This game is based on the popular Pay-Per- 
View event of the same name.- 


= Puzzles/Trivia. This genre of games 
tests your cerebral skills more than your dig- 
ital dexterity. 


250+ Great Crossword Puzzles 

ValuSoft (http://www. valusoft.com) 

Platform: PC ° ESRB: E 

Puzzle difficulty ranges from beginner to ad- 
vanced, like those you find in the Sunday 
newspaper. 


Jeopardy! 

Hasbro Interactive (http:/www.hasbro 
interactive.com) 

Platform: PC and PS • ESRB: E 

Become a contestant on TV's long-running 
daytime trivia quiz show. 


Wheel of Fortune 


Hasbro Interactive (http:/www.hasbro 
interactive.com) 

Platform: PC and PS ° ESRB: E 

Spin the wheel, solve a word puzzle, and 
win fantasy prizes. 


Who Wants to Be a Millionaire, 2nd Edition 


Buena Vista Interactive (http://bvinter 
active.go.com) 

Platform: PC ° ESRB: E 

The second PC game based on the hit TV 
game show asks more than 600 new 
questions and offers new lifelines. 


WRESTLEMANIA Ne 


® Racing/Driving. As Lynn St. James 
proves, professional racing is not just for men. 
Gamers of both genders and all ages can enjoy 
the thrill of high-speed racing on challenging 


courses. 


Sony (http://www. playstation.com) 
Platform: PS ù ESRB: E 

This one-player game lets you choose from 
: more than 150 authentic cars. 


Infogrames (http://www.infogrames.com) 

Platform: N64 ° ESRB; E 

Take the wheel as a real Indy racer on official 
Indy tracks or race on fantasy courses. 


EA Sports (http:/www.easports.com) 

Platform: PC. « ESRB: E 

This NASCAR racing game features 31 
NASCAR drivers, six legendary drivers, 
and 17 NASCAR tracks. 


THQ (http:/www.thg.com) 

Platform: N64 ° ESRB: E 

Build your own race car based on the line of 
Penny Racer toy cars. Then, choose from 
nine courses on which to race your creation. 


® Role Playing. Step outside yourself 
and assume a virtual identity. Role-playing 
games offer a little bit of everything: adven- 
ture, good storylines, plot twists, and epic 
battles. 


Blizzard Entertainment (http://www 
.blizzard.com) 

Platform: PC ° ESRB: T 

Become one of five character types and 
stop the Lord of Terror from conquering 
the world. / 


Sierra Studios (http:/www.sierra.com) 

Platform: PC * ESRB: M 

When all hell breaks loose at the 
Anomalous Materials Laboratory, you 
and your fellow researchers must fight 
your way out. But who are your real 
enemies? 


Nintendo (http:/www.nintendo.com) 


Platform: N64 ° ESRB: E 

Take the role of Link and discover the mys- 
teries of Majora's Mask. He relives the 
same three days and three nights over 
and over. 


THQ (http://www. thq.com) 

Platform: N64 ° ESRB: E 

Magician Brian sets out to find his father, 
Lord Bartholomy, and the missing Eletale 
Book in Celtland. 


Activision (http:/www.activision.com) 

Platform: PC * ESRB: RP 

In the medieval world of Gael Serran, dis- 
cover the legend of the Mavin Sword, the 
only thing that can bring down the evil 
pharaoh. 


Æ Simulation. Most video games are in 
essence simulations of the real thing. But 
some are so lifelike, they deserve their own 
category. 


GT Interactive/Infogrames (http://www 
.infogrames.com) 

Platform: PC * ESRB: RP 

One of nature’s greatest challenges awaits 
you in this mountain-climbing game. The 
conditions are incredibly authentic so 
watch out for frostbite. . 


Electronic Arts (http:/\www.ea.com) 

Platform: PC ° ESRB: E 

Re-create great cities of the world and 
watch them come to life. A related game, 
The Sims (rated T), lets you build and fur- 
nish homes, then create and control the 
people who live in them. 


E Sports. Americans are obsessed with 
sports so it isn’t a surprise that the market 
is full of games to indulge our fantasies of 
playing with the pros. 


989 Studios (http://www. 989studios.com) 

Platform: PS ° ESRB: E 

Test your virtual snowboarding skills on 30 
new courses. The Trickmaster Mode 
teaches you new jumps. 


EA Sports (http:/www.easports.com) 

Platform: PC and PS ° ESRB: RP 

Get your kicks with Major League Soccer 
stars. 


989 Sports (http:/www.989sports.com) 

Platform: PS ° ESRB: E 

New graphics mean more realistic player 
moves, such as goalie kick saves. 


EA Sports (http://www.easports.com) 

Platform: PC and PS « ESRB; E 

Play five PGA Tour courses, including 
Pebble Beach. 


© Strategy. From the battlefield to the 


„ boardroom, these games require you to map 


out your strategy. 


GT Interactive/Infogrames (http://www 
.infogrames.com) 

Platform: PC * ESRB: E 

Set sail for a new world, where you'll build a 
colony, establish diplomatic ties, and 
begin trading. 


Activision (http:/\www.activision.com) 

Platform: PC ° ESRB: T 

You command forces that engage in all-out 
war in a futuristic battle. 


eGames (http:/\www.egames.com) 

Platform: PC ° ESRB: E 

Learn to play this popular centuries-old 
Chinese game. 


by Rachel Derowitsch 
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On The Go-Go 


Portable Consoles Have Never 


Looked So Good 


option. But it’s also been an inflexible 

one. While handheld games have been 
around for years, they're usually very basic 
and get really boring really quickly. A new 
generation of devices takes the desktop gam- 
ing experience and makes it portable: And 
there are more than a few surprises waiting 
for you, as well. 


P ortable gaming has long been a viable 


® Nintendo Game Boy. With 400+ 
titles and over 100 million units sold, 
Nintendo’s Game Boy is at the top of the 
handheld game food chain. In fact, for most 
kids and adults the name “Game Boy” is syn- 
onymous with portable gaming. 

And with good reason. The units are small 
and light. So small that a Game Boy can fit 
into your back pocket. And they're incredibly 
fast, especially when you use one with an AC 
adapter. We can’t think of one instance in 
which a Game Boy title ran as slowly as some 
of the games for Windows. 

The range of games is excellent. There’s 
everything from arcade standards such as 
Donkey Kong and the Mario series, to 
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_ Pokemon and pro wrestling titles, to action 
and combat games. The selection of colors is 


cool, too. You're not stuck with a Game Boy 
that’s some dull shade of gray or black. Units 
come in six colors, including turquoise, pink, 
and navy blue. 

One of the Game Boy’s strengths is also a 
curse. Each game is packaged as a cartridge 
about half the size of a diskette that fits into a 
slot at the top of the unit. Distributing games 
this way means you don’t have to worry 
about clogging your Game Boy with more 
software than it can handle. 

You play each game as you need it by slap- 
ping in the appropriate cartridge. On the 
other hand, it can be a pain to cart all of your 
favorite titles around. 

A nice feature of the Game Boy is that it 
comes in both monochrome and color mod- 
els. Game Boy Color doesn’t offer the same 
quality and resolution you get from a desk- 
top computer and the latest video card, but 
it’s pretty close. 

Some of the images are a bit jagged, and 
the color depth isn’t quite as good. But it’s 
good enough. 


= PDAs: For More Than Just 
Work. One of the biggest computing phe- 
nomena in recent years has been the populari- 
ty of personal digital assistants (PDAs). Yes, 
these are the same handheld wonders that 
help many of us organize our personal and 
professional lives. Most people who own 
PDAs view their devices as productivity tools. 
But what they might not realize is that they're 
also powerful gaming platforms. 

The Palm organizer is arguably the most 
popular PDA on the market. And a growing 
number of Palm variants, such as the 
Handspring Visor and Sony’s upcoming 
Personal Entertainment Organizer, mimic the 
Palm in every way. They, too, are great busi- 
ness tools, but all work and no play makes for 
a dull computer user. 

You might be surprised to discover that 
there are dozens of games for the Palm orga- 
nizer. The games range from standards such 
as Tetris and Othello to Tiger Woods Golf 
and Battleship. More than any other plat- 
form, the quality of Palm games varies. There 
are some really good ones, such as Ancient 
Red, and a lot of more pedestrian efforts. We 
tried a few titles with substandard graphics, 
which really couldn't hold our attention for 
more than a couple of minutes. It’s a mixed 
bag, so gamer beware. 

While there are plenty of games, there are 
several factors that make the Palm a less- 
than-ideal gaming platform. The first is the 
screen. Even for its productivity applications, 
the Palm screen isn’t all that great. You get a 
resolution of 240 x 320, and regardless of the 
quality of the game, the graphics generally 
aren't that great. Overall, they're far less 
crisp than a comparable game on a mono- 
chrome Game Boy. The color Palm is an 
improvement, but most of the available titles 
are monochrome only. The buttons on the 
Palm really aren’t meant for game play. 
They're set too far down on the device, and 
that sometimes makes holding the device 
while playing a game quite difficult. You 
often feel like it will slip out of your hands at 
any moment. 


E Faking Ht. If you own a Palm and want 
to play titles for the Game Boy but don’t 
want to shell out for a new device, you 
should check out Liberty from Gambit 
Studios. Liberty is an emulator: software that 
duplicates the Game Boy environment on the 
Palm. What does this mean to the serious 
gamer? You get to tap into the Game Boy’s 


catalog of hundreds of titles without buying a 
new piece of hardware. 

Liberty re-creates the Game Boy experience 
on the Palm by letting you run Game Boy 
ROM images (duplicates of the actual game 
software). You can down- 
load Game Boy ROMs 
from various sites on the 
Web and, once loaded, 
Liberty seamlessly imitates 
a Game Boy. Well, more or 
less. There is no sound, and 
it doesn’t support color. 
Running Liberty alone will 
cause you no end of frus- 
tration. The games run 
slowly and are very chop- 
py: To avoid this, you need 
an overclocker. The over- 
clocker boosts the proces- 
sor’s speed past its limits to 
Squeeze more performance out of the Palm. 
There are a couple of very nice overclockers 
available on the Web, including Gambit’s own 
Afterburner and Tornado V from IS/Complete 
(http:/ / www.iscomplete.com). 

_ Gambit Studios says. that Liberty will 
work with a number of devices running 
PalmOS, including a Palm III or higher, the 
Handspring Visor, and even the Qualcomm 
pdQ Smartphone. We tried Liberty with a 
Palm III and a Palm Vx and had no problems 
after we installed an overclocker. 


i Windows CE: A Near-Perfect 
Gaming Environment? Handhelds 
running Windows CE are the other major play- 
er in the PDA market. Windows CE is the 
“lite” version of the Windows operating sys- 
tem PC users have come to know well. But, 
like Windows, Windows CE is bloated with 
useless features and hogs a lot of memory and 
hard drive space. Despite these problems, 
handhelds running Windows CE (like the pop- 
ular Jordana, Aero, and Cassiopeia) provide an 
excellent handheld gaming environment. In 
fact, with the right games, Windows CE 
devices are almost on par with the Game Boy. 

And Windows CE games are as neat as they 
are varied. You can download very nice ports 
of the classic shoot-’em-up Doom, solitaire and 
chess simulators, and knock-offs of arcade 
classics such as Breakout, Centipede, and 
Missile Command. 

PDAs running Windows CE have a couple 
of features that make them good for mobile 
gaming. Of all handhelds, Windows CE 


A Palm organizer can run the Game 
Boy title Motocross Maniacs using 
the Liberty emulator. 


machines have the highest screen resolu- 
tion, ranging from 240 x 320 to a whopping 
1,024 x 768. The visuals are crisp and clear, 
more so than any other handheld, includ- 
ing the Game Boy. More memory and faster 
processors—up to 32MB 
of memory and 133MHz 
processors—means that 
Windows CE devices can 
handle games that are 
more complex than those 
running under “other 
PDAs. 

But, WindowsCE ma- 
chines can be bulky, weigh- 
ing up to 2 pounds and 
looking like small paper- 
backs. Like Windows for 
the desktop, WindowsCE 
is comparatively slow and 
bloated. Battery life is 
shorter than that of the Palm or Game Boy, 
but if you use an AC adapter it doesn’t 
really matter. 


E Sony PS One. The most innova- 
tive concept in portable gaming hasn't even 
hit these shores yet. Due out in the fall of 
2000, Sony’s PS One takes the game console 
to an entirely new level. Based on the wildly 


Still, this changes the PS One from simply 
being a game console to a true Internet appli- 
ance. It also proves Sony’s claim that you'll be 
able to use the PS One in a humber of new and 
different ways. That’s a lot of power crammed 
into a package that small. 

Although far smaller than the PlayStation, 
the PS One can handle any of the dozens of 
PlayStation titles, including Final Fantasy and 
Formula 1 2000, QBert and Pong, and anything 
else in between. You won't lose any of the 
graphic or sound quality, either. That’s not 
surprising, considering both consoles have 
identical hardware specifications. 

The PS One’s strength comes at the price of 
some portability. You must plug it into an 
external power source: an electrical outlet, 
car cigarette lighter, etc. So you won't be 
using it on the bus or train. However, it’s 
perfect for use in the car, in a hotel room, or 
anywhere else you have access to an electri- 
cal outlet. 

The PS One also lacks a built-in screen. You 
can either hook it into a television, as you 
would with a regular PlayStation, or use the 
optional LCD display. By all accounts, the dis- 
play offers excellent resolution and color 
depth. Unfortunately, due to a shortage of 
LCDs, the screens won't be available until the 
spring of 2001. 


successful PlayStation, the PS One is a third 
of the size of its sibling, weighs about 1 
pound, and is said to do everything the full- 
size PlayStation does and a little bit more. 

The little bit more comes from the PS One’s 
ability to hook into a mobile phone. By doing 
this, you can download games off the Internet 
and exchange information with friends and 
family. However, information on how the PS 
One will do this is sketchy. 


When it comes to computer games, you 
can take it with you. Literally. The only prob- 
lems you'll run into are choosing a portable 
gaming system to use and finding time to 
play all those games. 


by Scott Nesbitt 
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Trends In Electronic 
Entertainment 


Growing, Slowing, Shrinking & Evolving 


lectronic entertainment is changing, big 

time. From gaming to the digital audio 

revolution, the new millennium has 
brought massive changes. 


E Make Mine Music. From burn-your- 
own-CDs to MP3 players, using your computer 
to find, download, play, and transfer online 
music is hot. Leading analyst firm Jupiter 
Communications expects that the online music 
market will secure approximately one-fourth of 
the total U.S. music market in five years, with 
US. online music spending growing from just 
$387 million in 2000 to $5.364 billion by 2005. 

Are online music downloads and file-shar- 
ing services, such as Napster (http://www 
.napster.com) and Scour (http:// 
www.scour.com), changing the 
way we share, buy, or, as the 
record companies might say, 
‘steal’ music? Perhaps—but not 
in the way people might think. 
A Jupiter survey of 2,200 
online music fans asked if 
they had ever decided for or. 
against a music purchase 
based on a free download. 
Fourteen percent respond- 
ed that the download enticed them to 
purchase, whereas only 7% decided 
not to purchase because they already 
had the downloaded song. 

Aram Sinnreich, an analyst for 
Jupiter, says, “Record labels and intellectu- 
al property owners have demonized various 
forms of online music sharing, even as it has 
gained enormous traction among consumers. 
The truth is that a better-informed user will 
purchase more music products online and off.” 

Subscription services may replace hit and 
miss searching for MP3 files; you pay a certain 
amount each month for the music you specify: 
metal, jazz, reggae, etc. MP3.com already offers 
subscriptions, and file-sharing services, such as 
Napster and Gnutella (http://gnutella.wego 
.com), show how much consumers want sub- 
scription-type music services. For these services 
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to take off, according to Jupiter, customers will 
want guaranteed file quality and virus protec- 
tion. With faster downloads from broadband 
technology, better PC sound and speakers, con- 
venient CD-making, and highly portable, inex- 
pensive music players, the digital audio uni- 
verse will continue to expand. 


E Good News For Gamers. Any way 
you count it, electronic gaming is big time. 
Some 60% of all Americans, or 145 million 
Americans, play computer and video games, 
and video games for set-top game systems and 
PCs generated $6.1 billion in revenue during 
1999, according to the NPD Group. 
Interestingly, more than twice as much money 
was spent on video games as PC games, $4.2 
billion on video games, $1.9 billion on 
PC games. 


E The Console World. That trend may 
accelerate in the next few years, as three new 
console gaming platforms, the Sony 
PlayStation2, the Microsoft Xbox, and 
Nintendo’s Dolphin appear over the next two 
years, joining-‘Sega’s Dreamcast. 

The competitive battleground promises to 
be a bonanza for gamers, bringing both better 


hardware and software and possibly lower 
prices. According to the research firm IDC, 
shipments of consoles will peak in 2003 at 21.2 
million, up from 2000's expected 19.6 million 
total. That same year, however, revenues will 
total only $2.3 billion, down almost $1 billion 
from 2001. Schelley Olhava, research analyst 
for IDC’s Consumer Devices program, says, 
“Battles among Microsoft, Nintendo, Sega, and 
Sony will lead to market share and pricing 
wars, ultimately depressing videogame hard- 
ware revenue growth.” 

The level of detail in these games will be 
fantastic. Olhava says, “I saw a ballpark game 
for PlayStation2 where you could see the peo- 
ple in the stands holding hot dogs, the hair 
waving on players arms, even raindrops when 
they splatter.” 

Sony's PlayStation2 is already shipping in 
Japan and its U.S. arrival in October 2000 is 
eagerly anticipated. Sony has sold over 77.3 
million of the original PlayStations, and 
PlayStation2 is something new in the incompati- 
ble world of vidoegaming—backwards compati- 
ble. In others words, PlayStation2 will play 
PlayStation games. 

But PlayStation2 promises to add so much 
more. First of all, like Xbox and Dolphin, as 
well as the current Sega Dreamcast, it will use 
128-bit technology, a quantum leap over the 32- 
bit PlayStation and even the popular 
Nintendo 64 (64 bits). The PlayStation2 
will also play DVD (digital versatile disc) 
, movies and will support high-speed 
Internet connections for multiplayer 
gaming. PlayStation2 players will also be 
able to hook up hard drives and video 
and digital cameras. (For more informa- 
tion, see “Sony’s Little 
Black Box” in this 
issue.) 

In 2001, Microsoft's 
Xbox will arrive to 
challenge PlayStation 
with its hybrid combi- 
nation of PC and com- 
puter technologies. 
Olhava says, “The Xbox looks like a 
PC—with a hard drive, an Intel proces- 


‘sor, and a souped-up graphics processor, but it 


won't be a PC in the sense you have to boot it 
up.” With an Intel microprocessor, the Xbox is 
said to be able to play the vast library of PC 
games. Microsoft says it’s easy to convert PC 
games to Xbox format and vice versa. 

Both platforms will include increasingly PC- 
like features, such as the ability to show DVD 


movies. Sega’s Dreamcast includes a modem 
for connecting to Sega.net, and Olhava says 
the company has also demonstrated an MP3 
player that will download music. 

Olhava says, “Microsoft and Sony will com- 
pete very heavily against each other, so you'll 
see price cuts on these units. It’s a classic case of 
give away the razor, sell the blades: The compa- 
nies will make their profits from soft- 
ware revenues and online revenue, such 
as subscriptions, advertising, purchasing 
of game downloads, game tournaments, 
and downloading tips and tricks.” 

Due to Nintendo’s penchant for 
secrecy, little is known of the Nintendo 
Dolphin. Olhava says it will arrive in 
fall 2001 and will not run existing 
Nintendo games. She believes it will 
have a DVD-like disc drive, but it can’t 
run DVD movies. ; 

. Is there room for more than one next- 
gen gaming system in the market? 
Olhava says, “There’s a tendency for 
people to own more than one platform.” 


H Long Live The PC. With the coming of 
the super console, as well as the ‘information 
appliance’ in every kitchen and on every TV set, 
is the PC going the way of the dodo? Hardly. 

Olhava says, “PC gaming is very important. 
The PC is a well-established piece of equip- 
ment, so nothing revolutionary is going on, 
but we'll see exciting evolutionary changes 
like better sound, better graphics, faster 
processors, and faster game play, etc.” 

PC processors of 1GHz (gigahertz) and 
beyond will be common, as will super fast RAM 
(random-access memory), giant hard drives, 
and large-screen CRT and flat-panel monitors. 

She notes that more computer games will 
come on DVD as more and more PCs come 
with DVD drives. “You can put a lot more on 
DVD—a deeper story line, richer graphics, 
sound, and video—instead of having to ship 
two, three, or more CD-ROMs.” 

Hot 3-D graphics chips, such as the NVIDIA 
GeForce 256, and 3-D graphics cards based on 
them, promise richer and more detailed graph- 
ics; broadband connections will make multi- 
player games richer in thrills, as well. 

Action games, such as Activision’s Tony 
Hawk’s Pro Skater, are hot today, but the top 
choice of PC gamers may shed some light on 
where things are going. The hottest game for 
the first half of 2000, selling more than 1.8 mil- 
lion copies, is Electronic Arts’ The Sims, which 
takes advantage of the tremendous power in 


today’s PC, letting players create and build 
Sims (simulated people) and their neighbor- 
hoods and control their lives. 

While broadband communications, such 
as DSL (Digital Subscriber Line) and cable 
modem connections, are rolling out slowly, 
Olhava says even with dial-up 56Kbps (kilo- 
bits per second) connections, “Online gaming 


Microsoft expects 
to unveil the Xbox 


is getting big; check out Yahoo! Games, AOL 
game channels, and the rest of the interactive 
gaming channels. We already see 300 or 400 
people playing games at one time online.” 

Gamers are changing, too. The IDSA 
(Interactive Digital Software Association) says 
that some 43% of game players are female, 
although, as Olhava says for most games and 
platforms, “Girls are not the primary gamers.” 

Finally, console games are coming to PC— 
literally. A number of software-based emula- 
tors are available that let PC users play popu- 
lar PlayStation titles on PCs despite Sony’s 
objections. While Sony has taken legal action 
against one emulator supplier, bleem!, interop- 
erability of consoles and PCs is a trend as 
inevitable as Internet music. 


=E Games To Go: Pick A Peck Of 
Portables. Electronic entertainment isn’t 
just for the home, office, or arcade. Portable 
technology is putting electronic entertainment 
into a pocket, purse, or palm near you. 

The story starts, of course, with Nintendo's 
Game Boy. In June 2000, Nintendo announced 
that it has sold over 100 million Game Boys. In 
the next year, Nintendo is expected to replace 
the handheld Game Boy with Game Boy 
Advance, which is rumored to have wireless 
communications capabilities. 

Cellular phone manufacturers are coming at 
the games-to-go question from a different 
direction. Nokia has cell phone handsets on the 


market with primitive on-screen games, such 
as Snake, built in. Nintendo has licensed its 
Game Boy technologies to cell phone makers. 
And by 2004, Gartner projects 70% of cellular 
phones will have Internet capability. 

Sega is developing an optimized suite of 
interactive games for mobile devices, and 
Motorola and Sega are putting Sega-developed 
games, such as Bomb Squad, Sonic 
Logic, and Golf, on Motorola handheld 
devices, such as cell phones, pagers, 
and PDAs (personal digital assistants). 

Not only will you be able to play self- 
contained games on your phone, but 
you'll also be able to use the phone’s 
wireless capabilities to play with others. 
Japan’s NTT (Nippon Telephone & 
Telegraph) and Sony are co-developing 
a plan to hook up NTT’s DoCoMo 
Internet mobile phones to Sony 
PlayStations, so you can call your con- 
sole and play games on the go. 

Olhava says, “Nokia and Motorola 
are putting games on cell phones and 
doing very well with it. You'll see more wire- 
less devices that will let you do things like sit 
ona train and play games.” 

Plenty of games are available for Palm and 
Microsoft's handhelds, and these platforms, 
such as the Symbian Consortium’s coming 
Quartz handheld, will also be wireless enabled. 
Better news for end users: by 2003, up to 70% of 
PDAs will be free or subsidized, according to 
the Gartner Group. By 2003, Gartner says, a $500 
PDA will offer a color screen, integrated short- 
range and long-range wireless communications, 
location services, and speech recognition. 

And for gamers, Olhava predicts compa- 
nies will offer gaming devices using Bluetooth 
local wireless technology, “so packs of gamers 
can play each other on their handhelds sitting 
in a room on bean bag chairs.” 


E The Shape Of Things To Come. 
While the idea of technology improving our 
lives is a concept that needs to be examined crit- 
ically, like the old “Better living through chem- 
istry” slogan, Olhava says, “I went out with a 
group of people to a place that had an old Atari, 
and we played it [out of] nostalgia. Then I went 
home and played my PlayStation, just to com- 
pare. The difference is like night and day.” And 
as singer Al Jolson once said about an earlier 
generation of electronic entertainment (the 
-movies), “You ain't seen nothing yet.” 
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n April survey conducted by Peter D. 
A Hart Research Associates for the IDSA 

(Interactive Digital Software Assoc- 
iation) found that three in five Americans call 
themselves serious gamers. According to the 
survey, the average age of the 145 million 
self-defined PC and video gamers is 28, and 
61% of them are over 18. Perhaps most sur- 
prising, the survey also found that of those 
145 million people, 43% of them are women. 


What Women Like. There's been 
considerable discussion in the gaming com- 
munity about exactly what kinds of games 
appeal to women. While no exact sales fig- 
ures are available for specific genres, the 
most vocal women gamers we talked to pre- 
fer action games, such as Quake. They like 
the pace, the excitement. They aren’t crazy 
about the dearth of believable female lead 
characters, but in Quake, at least, many 
women commented that they could cus- 
tomize the models and skins. 

We also chatted with women who love 
adventure games, such as Diablo II, Escape 
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~ Women In Gaming 


From Monkey Island, and 
Deus Ex; problem-solving 
games; and strategy games. 
One woman gamer we 
talked to, Chloe Osborne, 
says she prefers strategy 
games, such as The Sims 


because they require her to 
think about tactics. She also 
says that although she likes 
adventure games, she and 
her husband like to play 
together, so they get strate- 
gy games. On his own, he 
plays action games, but they 
consider the strategy games 
a good middle ground for 
them both. 

Although many female 
gamers play adventure 
games, there are some high- 
profile exceptions, includ- 
ing Stevie “KillCreek” Case. 
Case is famous for beating 
Quake developer John Romero at his own 
game. She was the first “cyberathlete” recruit- 
ed by the CPL (Cyberathlete Professional 
League), and she’s now a level designer at 
Eidos, working on games such as Daikatana. 

The gaming industry has recently taken 
notice of the largely untapped female gaming 
market. Women and girls do like action games, 
but they also like a good story. Research sug- 
gests women are not categorically opposed to 
violence in games, as long as there’s some pur- 
pose or end; and it’s not simply gratuitous vio- 
lence. One designer we talked to, Collette 
Michaud, Lead Designer/Project Leader for 
LucasLearning (http:/ / www.lucaslearning 
.com), says, “Girls do like action, adventure, 
and puzzles. Boys love to blow everything up, 
but girls really can live without all of the 
shooting and explosions. Girls like a good 
story and a character they can identify with.” 

And this brings up a problem with games 
that target a strictly male audience. While 
there are many strong, leading female game 
characters (see the “Leading Ladies” side- 
bar), most are designed for male gamers, not 


and RollerCoaster Tycoon, ` 


female gamers. Michaud says, “Many of the 
leading female characters are distasteful to 
women and girls; they just don’t identify 
with those big-busted heroines.” 


What's A Girl To Do? In most game 
stores, you'll find a section for young girls. 
Topping the short list of best-selling titles 
(10th on PC Data's Best Selling CD-ROM 
titles of all time) is Mattel Interactive’s Barbie 
Fashion Designer. While not exactly a game 
that’s going to help a young girl ultimately 
choose a career path, there are women in the 
gaming industry who believe that rather than 
condemning titles because they are frivolous 
or fail to teach young girls useful skills, 
games should simply let little girls play with 
what they want to play with. Beyond that, 
Barbie’s phenomenal sales showed the gam- 
ing industry that there is a market for girls’ 
and women’s games. 

Sheri Graner Ray, president of Sirenia 
Software spoke with WomenGamers.com’s 
(http://www.womengamers.com) Dr. Kath- 
ryn Wright and said that for some reason 
game developers have traditionally put an 
educational spin on girls’ games. When devel- 
oping most games, she says, the only require- 
ment is fun, and she thinks games developed 
for girls should let little girls be little girls and 
do what they think is fun. 

She says there's a danger in the strictly edu- 
cational spin: Young girls, just as young boys, 
aren't going to get excited about a technology 
they see as purely educational. Unless little 
girls can see the fun, they won't get interested 
in games or even computing as kids. And 
without the seeds of interest, they may not 
grow up to pursue fields in computing and 
technology. 

“Companies cater to what they think girl 
gamers want, but many of the games currently 
available for young girls are demeaning,” says 
Michaud. “They reinforce negative stereo- 
types of young girls as cliquish and boy crazy. 
The games have weak content and poor pro- 
duction values.” Michaud says she really likes 
Barbie Fashion Designer because it’s a well- 
designed game, but many of the hair and 
makeup designer knock-offs frustrate women 
designers who would like nothing more than 
to design games with great story lines and 
true adventures. 

But the gaming industry is “hit driven.” 
When one game in a genre is popular, other 
companies scramble to design knock-offs 
rather than invest in and develop new ideas. 


“Unfortunately,” says Michaud,-“more and 
more companies, especially in entertainment, 
fall back on what's easy to produce and sell. 
They go with the proven market, because new 
ideas can be too risky.” 


© Gaming Careers. Women who enjoy 
playing games have found ways to parlay their 
game-playing passion into careers in the tradi- 
tionally male-dominated gaming industry. 
Women design games and own companies. 
Some don’t see themselves as role models for 
other women, and others don’t design games 
exclusively for women and girls, but all have 
had a great deal of influence on the gaming 


industry. We'll mention a few women and ° 


highlight their accomplishments. 
Megan Gaiser is president and CEO of 
Herlnteractive, the company that makes the 


Nancy Drew interactive mystery games. 
Gaiser produced CarPoint for Microsoft for 
more than two years before joining Her 
Interactive in 1997. 

Nancy Deyo was the president of Purple 
Moon, which is now owned by Mattel. It was 
originally a spin off of Interval Research, Paul 
Allen’s company. Purple Moon conducted four 
years of research before designing and releas- 
ing its first game. It found, among other 
things, that girls love games, but they prefer 
believable characters and life-like story lines. 

Before founding Sirenia Software, Sheri 
Graner Ray designed Nancy Drew: Secrets Can 
Kill for HerInteractive. The Nancy Drew game is 
based on the popular Nancy Drew mystery nov- 
els about a strong, athletic female detective. The 
game requires players to follow a storyline (with 
characters out of the books), analyze clues, 


Leading Ladies 


Lara Croft 

As witha 
number of 
leading game 
ladies, Lara 
Croft dress- 
es somewhat 
inappropri- 
ately for her 
role as the | 
heroine 
of the Eidos’ Tomb 
Raider series. Croft is a 33- 
year-old British-born 
woman who attended fin- 
ishing school in 
Switzerland. She’s been 
known to accessorize her 
dresses with an AK-47, and 
she raids tombs for a living. 
Most of the time, she wears 
drawn-on shorts and t- 
shirts. Fortunately, her 
wardrobe also includes 
sensible mid-calf boots so 
she can climb mountains or 
descend into crypts, com- 
bating rats, tigers, T-rexes, 
sharks, Yetis, Dobermans, 
giant scorpions, red drag- 
ons, ninjas, mummies, and 
ghosts, to name but a few 
of her foes. Her hobbies 


include rock climbing and 
extreme skiing, and she’s 
abdicated her upper-class 
British society upbringing to 
pursue solitary adventures 
that have taken her around 
the world. 


Major Sara Parker 


This Ground Control 
commando from Sierra 
Studios is brilliant, brave, 
and dressed for battle. 
She’s a no-nonsense mili- 
tary leader who is 5'8” tall 
and athletically built. 
Parker's strengths are not 
limited to her physical 
prowess; she stands up to 
and questions superiors, 
especially when she sus- 
pects her commander has 
a secret agenda; however, 
she’s infinitely loyal to her 
troops, who look up to and 
respect her. In this futuristic 


military game, players help 


_ Major Parker and company 


battle mega corporations 
that are trying to colonize 
the galaxy. 


Elaine Marley 

LucasArts’ Elaine 
Marley, from the Monkey 
Island series, has placed 
several times in gamers’ 
Top 10 favorite female 
game characters (a few 
spots behind Lara Croft's 
No. 1). Marley, a sarcastic 
swashbuckler, consistently 
holds her own against the 
Zombie pirate, LeChuck, 
who has more than pillag- 
ing on his mind. As an 
anti-damsel, she outwits 
and outmaneuvers 
LeChuck with minimal 
assistance from, and often 
in spite of, Guybrush, the 
game’s hero. L) 


including numerous red herrings, and solve 
puzzles and brainteasers to solve the mystery. 

Collette Michaud, co-founder of Lucas- 
Learning, is a Lead Designer/Project Leader 
for children’s games that appeal to both gen- 
ders. The games let children create and 
explore, build and solve problems. Michaud 
says, “LucasLearning is wholly committed to 
designing games that entertain and offer a 
good story with strong production values, but 
there’s also a very strong educational compo- 
nent to each game.” 

Janese Swanson, founder of Girl Tech, 
designed Where In The World Is Carmen San 
Diego? for Broderbund. Swanson, who wrote 
her doctoral dissertation on play patterns and 
gender differences, believes there are gender 
differences in game preferences, and the gam- 
ing industry should look at the way girls com- 
pete and communicate when designing games. 

Roberta Williams, co-founder of Sierra 
Studios (http://www.sierrastudios.com), 
writes graphic adventures. Williams got her 
start in the gaming industry in the 1970s when 
she co-wrote adventures with her husband for 
the Apple II computers. Although best known 
for the King’s Quest series, which are interac- 
tive adventure games, Williams has also ~ 
designed Phantasmagoria, a Gothic-themed 
game; Mystery House and the Laura Bow mys- 
teries, which are all murder mysteries with 
complicated plot twists; a Time Zone, a sci-fi 
time travel adventure; and Mickey's Space 
Adventure, a collaborative effort with Disney 
that helps teach kids about the solar system. 


© At Game’s End. Michaud says as a kid, 
she played board games: Life, Monopoly, and 
Trouble. She moved on to IntelliVision’s Pong, 
and before high school, she discovered arcade 
games. Michaud says, “I loved taking a roll of 
quarters and spending the whole evening at the 
arcade, playing Pac Man and Donkey Kong.” In 
college, she got hooked on Sinistar and Tempest. 
As a graphics art major in college, she loved 
playing games but never with the idea of 
designing them for a living. She did, obviously 
get into the gaming industry, and once she 
began designing games for The Learning 
Company, before going to LucasArts, she 
played Loom, Populous, and BattleChess. 

Girls love games, and they'll play, even if 
the story lines are a little weak, and they don’t 
completely identify with the characters. If the 
companies design them, girls will play. 


by Katie Dolan 
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Professional Gamers 


athlete is easy to conjure. Think of men 

the size of apartment buildings, armored 
in helmets and shoulder pads; think of finely 
tuned specimens of either gender charging a 
tennis net to trade forehand smashes. Think of 
any random Nike commercial. 

Think of teenagers with poor muscle tone, 
armed with computer mice and six-packs of 
their preferred high-caffeine soft drink. 

Now wait a minute, you might be saying. 
That last image describes the stereotypical 
“computer geek.” Professional athletes are our 
culture’s gladiators! Maybe that’s true. On the 
other hand, there are those who believe the oft- 
invoked athlete/gladiator comparison always 
was a strained analogy, especially when 
applied to, say, a spare tire-toting golfer with 
an overburdened caddy in tow. 

And let’s face it: Nobody really battles to the 
death anymore. Unless, of course, you happen 


T: image of the modern professional 
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to be facing your sworn enemy in a high- 
stakes Quake deathmatch, down twelve 
frags to six, with your reputation, and a 
$40,000 payday, hanging in the balance. 
If nothing in the above paragraph 
makes sense, you've probably never 
heard of the CPL (Cyberathlete Profes- 
sional League). Don’t worry, sports 
fans; you can’t get this league on 
ESPN, at least not yet, But if league 
organizers and sponsors have their 
way, one day the CPL will be as famil- 
iar to mainstream America as the NBA. 


Behold The Cyberathlete. 
In April 2000, 19-year-old Jonathan 
“Fatality” Wendel of Kansas City, Mo., 
won $40,000 at a tournament devoted 
to the phenomenally-popular iD 
Software computer game Quake III. 

“Wombat,” also known as Mark 
Larsen, is a 15-year-old, Roselle, Ill. 
high school sophomore. The last player 
standing at the 1999 Quake tournament 
Ground Zero in New York City, N.Y., 
Wombat took home $10,000, a corporate 
endorsement from Babbage’s Etc., and a 
roomful of prize computer hardware. 

And in 1997, 22-year-old Stevie Case (a.k.a. 
KillCreek) made Rolling Stone magazine for 
beating a guy named John Romero in a one-on- 
one Quake match. Quake, a FPS, wherein the 
player blasts all comers from a behind-the-trig- 
ger viewpoint, involves blood, guts, big guns, a 
killer instinct, and an overall take-no-prisoners 
demeanor. The fact that Case happens to be a 
woman was a media-friendly morsel all of its 
own, given her mastery of gaming skills gener- 
ally deemed the province of testosterone. But 
the fact that Romero was a founding member 
of iD software, co-developer of the game itself, 
and a general computer game icon terrible 
made KillCreek’s victory an instant legend in 
and around the gaming scene. 

Texas entrepreneur Angel Munoz, ap- 
proached Case to be the first official CPL profes- 
sional gamer. Now, players like Wombat and 
Fatality reap the benefits of the CPL’s existence, 
converting obsessions once considered the stuff 
slackers are made of into lucrative career skills. 


Are video games really a sport? “It’s hard to 
convince a person [who] remains skeptical,” 
says Munoz, founder and president of the 
CPL. “That’s an uphill battle and has been for 
the last three years. But if you think about it, 
all modern sports probably seemed silly in 
their infancy. Who ever thought tossing apples 
in a bucket or whatever would turn into the 
modern game of basketball?” 

By way of comparison, Munoz litanizes the 
skills required of athletes in virtually all pro- 
fessional sports: concentration, mental stami- 
na, strategic instincts, hand-eye coordination. 
And practice, lots and lots of practice. 

“There is still an incredible [number] of peo- 
ple who think that anyone who uses a comput- 
er is a geek,” Munoz laments. “Especially if 
you spend a lot of time on it. A lot of parents 
would rather see [their kids] outdoors playing 
basketball, let's say, than inside practicing on a 
game. But I think that the chances today for a 
good gamer to make some sort of an income 
are much higher than somebody making an 
income out of playing basketball.” 

Presumably, the parents to which Munoz 
refers consider “outdoors” something of a key 
word. But what about chess? Does direct sun- 
light have anything to do with the creation of 
the world’s celebrated grand masters? 

“That’s the sport people normally think of 
when they think of gaming, because it’s very 
cerebral,” Munoz says. “But really, in all hon- 
esty, [competitive Quake] is a lot more like 
auto racing” Munoz insists. “Auto racing 
without the physical danger.” 


Simulated Violence. By its very 
nature, the CPL invites a certain degree of 
scrutiny from some of those disapproving 
parents of which Munoz speaks. The subject 
of graphic, interactive violence in video 
games has been a media hot-button in recent 
years; in the wake of ammo-fueled tragedies, 
such as the Columbine High School slay- 
ings, for example, games such as Quake 
specifically have been labeled by concern 
groups as little more than training simulators 
that can teach troubled teens an unhealthy 
set of coping skills. Where Munoz sees 
a hotel suite filled with budding cyberath- 
letes, some people see a fixated bunch of 
cybermercenaries-in-training. 

Mindful of such concerns, the CPL restricts 
all competitions to players aged 15 and older. In 
accordance with Quake’s mature game rating, 
teens under the age of 17 cannot register with- 
out parental permission. 


` “Parents believe they should be the ones 
who determine what is appropriate for their 
children,” Munoz says. “I’m a parent, and 
that’s the way I feel.” 

There's a difference, says Munoz, between a 
socially struggling youngster sitting alone in a 
room, learning how to blow adversaries limb 
from limb, and professional cyberathletes. 

“We are a positive factor because we bring 
socialization [to gaming],” Munoz says. “It's 
interesting, because at the events we see a lot 
of people [who] have been playing against 
each other for years online, and they finally get 
to encounter each other. And all of a sudden 
that person is not your enemy, he’s a competi- 
tor just like you. They may be the biggest ene- 
mies online. And they become the best of 
friends when they meet each other.” 


W This Ain’t Your Daddy’s Atari. 
Skills and danger aside, Munoz’s cyberathletes 
are beginning to resemble the traditional pro 
athlete in other ways. Take corporate endorse- 
ments, for example. The winner of the CPL’s 


first official paying tournament stood to win an 
official endorsement and an extra $10,000 for 
using a joystick designed by sponsor Mad Catz. 

“A lot of people show up [for tourna- 
ments] with coaches,” says Munoz. “People 
have agents.” 

Munoz, a 40-something, computer game 
enthusiast and former Dallas investment banker, 
launched the CPL in 1997. “I had grown tired of 
financing other people's ideas,” Munoz says. 

Since the league’s'first official competition in 
1997, the CPL has grown by leaps and bounds. 
Or strafes and salvos, as the case may be. 

“The first year, in 1997, we didn’t even give 
a cash prize,” says Munoz. “This year alone, 
our cash prizes are going to reach somewhere 
in the neighborhood of $300,000.” 

CPL’s tournaments have attracted corporate 
sponsorships from computer giants Gateway 
and Logitech and the makers of Bawls, a turbo- 
charged, carbonated beverage distilled from 
the Amazonian guarana berry that delivers 
roughly the same caffeine jolt to bleary-eyed 
gamers as the average cup of black coffee. 


At press time, the CPL is the only major 
prize-paying computer game league in the 
United States. Meanwhile, it’s endeavoring to 
establish leagues in Europe, Asia, Austra- 
lia/New Zealand, Canada, South Africa, and 
South America. In June 2000, the CPL held its 
first international Quake III tournament in 
Singapore. Dubbed “Atomic Arena,” more than 
1,600 players. from all over the world competed 
for $20,000 in cash prizes. And it attracted spon- 
sorships from Microsoft and Taco Bell. 

But Munoz has even broader expansion in 
his crosshairs. “We just need to make sure that 
the sport is simple enough for the average per- 
son to understand—and interesting enough 
that they want to watch it,” says Munoz. 
“[Quake’s] the simplest of games. It’s basically 
just two people against each other. The dynam- 
ics are very simple; they're sort of primeval.” 

Besides, if ESPN can televise bowling, 
why should televised Quake-offs be such a 
crazy idea? 


by Sean Doolittle 


Recent & Upcoming Cyberathlete Professional League Competitions 


o you think you're the 

deadliest Quakemeister in 
your corner of the world, do 
you? Maybe it’s time to go pro. 

_ Just so you know what you're 

up against and what kind of 
stakes may be involved, here’s 
a little background info on the 
major competitive events the 
CPL (Cyberathlete Profes- 
sional League) has hosted 
since the organization 
launched in 1997, along with 
information about future events 
the CPL had scheduled at 
press time. 


FRAG 1 
Competition: Quake — 
Location: Infomartin = 
Dallas, Texas. 
' Date: Oct. 31 ot 
Nov. 2, 1997 — 
-Cash Pri 


The CPL Event 


Location: Infomart in 
Dallas, Texas 

Date: July 23 through 
July 26, 1998 

Cash Prizes: $16,500 
($3,000 to $13,000 
for first place). 


i Attendance: 500 


- FRAG2 


Competition: Quake II 
Location: Hyatt Regency Dallas 
in Dallas, Texas 

Date: Oct. 30 through 

Nov. 1, 1998 

Cash Prizes: $15,000 

($5,000 for first place) 
Attendance: 525 


eons ZERO 
Competition: Quake Ill 


? 


Location: Puck Paring, in 
New York City, N.Y. 


ae June 11, 2000 


FRAG 3 

Competition: Quake III 
Location: Hyatt Regency Dallas 
in Dallas, Texas 

Date: Oct. 29 through 

Oct. 31, 1999 

Attendance: 650 


Razer/CPL 

$100,000 Tournament 
Competition: Quake III 
Location: Hyatt Regency Dallas 
in Dallas, Texas 

Date: April 13 through 

April 16, 2000 

Cash Prizes: $100,000 
($40,000 for first place) 
Attendance: 800 


Atomic Arena 

Competition: Quake III 
Location: World Trade Center in 
Singapore — 

Dates: June 9 through 


-= cyberathlete.com Q 
a for details. L 


FRAG 4 

Competition: Quake III Arena 
Location: Hyatt Regency Dallas 
in Dallas, Texas : 
Hotel: Hyatt Regency Dalfas 
Date: Sept. 28 through 

Oct. 1, 2000 


_ Cash Prizes: $25,000 (First 


place prize not disclosed at 
press time) ` 
Attendance: 700 

(expected at press time) 


At press time, the CPL had 
four additional major tourna- 
ments scheduled through 2001: 
the CPL Scandinavian Open, 
CPL/Babbage’s $100,000 © 
Tournament, the CPL World 
Championship, and FRAG 5. 


These four events offered com- 


bined cash prizes of $385,000. | 
- Check out the CPL event 
schedule at http://www 
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Chat Attack 


A Guide To Gaming Lingo 


break into. Which games are popular is 

constantly in flux, and the community 
uses a language that sounds strange to the 
uninitiated. To understand this language and 
begin your journey into this fascinating and 
exciting community, you need to start by 
learning some basic vocabulary. 


© Popular Types Of Games. Just as 
the music industry sorts music into types, such 
as rock, oldies, country, classical, rap, and so on, 
the gaming industry categorizes games. We will 
begin our gaming orientation by covering the 
main classifications of games. Just as “Jailhouse 
< Rock” by Elvis Presley might be considered 
both rock and an oldie, many games can com- 
fortably fit into more than one broad category. 


T he gaming community is a hard one to 


adventure game—A game where characters 
and the storyline are emphasized more than 
eye-hand coordination. Often, the player will 
have to solve puzzles and will spend hours or 
days following a single storyline. 


arcade game—A game that has fast action 
where good eye-hand coordination are the key 
to winning. 


CTF (capture the flag)—A multiplayer, multi- 
team game where each team must protect its 
flag (or base) while capturing the flags of other 
teams. 


co-op (cooperative)—A multiplayer game 
where players work together to complete the 
levels. 


FPS (first-person shooter)—A game where 
you see the game through the shooter's eyes. 
Wolfenstein 3D was the first FPS game. 


massively multiplayer—A game with hun- 
dreds or even thousands of players. 


MUD (multi-user dungeon)—A multiplayer, 
online, role-playing game usually played using 
Telnet. 


online—A game of any category played over 
the Internet. 
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RPG (role-play- 
ing game)— 

An adven- 

ture game 
where the 
players select 
which character 
they will be. Many games 
let the players select 4 
some of the attributes 

of their characters and 
some let them assemble enue 
more than one type of player into ateam. 


simulation—A game based on a system of 
rules that try to emulate what would happen 
in reality, given the same set of inputs. Flight 
and driving simulations are best known. 


RTS (real-time strategy—A game where the 
player must control many things and where 
time in the game progresses at about the same 
rate as time in the real world while the game is 
running. 


turn-based strategy—A multiplayer game 
where time stops while a player makes a deci- 
sion. Time progresses once the decision is 
made. 


E Breakthrough Games. You can 
best understand the present games by under- 
standing their history. What follows is a brief 
discussion of some of the more popular, innov- 
ative, or well-known games. 


Civilization—A strategy game where the 
player must guide his civilization through 
3,000 years of history to conquer the world. 


Doom—One of the most popular FPS titles. It 
came after Wolfenstein 3D but took FPS games 
to a new level. There have been four versions 
of Doom, and its success has inspired numer- 
ous FPS games. 


Elite—Released in 1984, this was the first true 
3-D game. It went on to be a bestseller and to 
have two follow-up titles. In this game, the 
player is free to explore a galaxy without = 
ing to follow a specific plot. 


im miplaye: RPG. 
takes place i in a fantasy world called 


Flight Simulator—It broke the arcade shooter 
mode to create an accurate flight simulation 
for a small aircraft. As early as 1983, the FAA 
(Federal Aviation Administration) would 
count hours using Flight Simulator toward 
some requirements. 


Myst—A difficult game to summarize, as it 
does not fall into any existing categories. It is an 
exercise in wandering around a beautiful set- 
ting with some mental gymnastics thrown in. 


Pong—First successful home-video game. It 
involved using two moving paddles to bounce 
a ball around the screen. 


Quake—A leading FPS game and the succes- 
sor to Doom. 


SimCity—A simulation game where you are 
the mayor of a city. You must build resources 
while keeping the voters happy. 


Tetris—A game from a Soviet computer scien- 
tist named Alexey Pajitnov that has the user 
manipulating falling game pieces to line up 
colors. 


Ultima Online—A large online, multiplayer 
RPG. Origin Systems released Ultima in 1979 
and Ultima Online in 1997. You choose your 
own identity and immerse yourself into the 
mystical and medieval world of Britannia, a 
world that changes even when you are offline. 
This is a brilliant genre-breaking title that was 


never properly credited in the annals of impor- 
tant games. 


Warcraft—One of the first successful RTS 
games. It pitted humans against Orcs. 


Wolfenstein 3D—The first successful FPS 
game by id Software. It is set in Nazi Germany. 
id’s follow-up title was Doom, which made the 
FPS genre widely popular. 


Zork—An early, 8-bit text-based series of 
games. Players typed in simple sentences to 
direct the actions, and the game answered by 
describing the repercussions. For example, you 
might type “step right” and the game would 
reply, “You fell into a pit.” 


® Technical Terms. Although not 
specifically gaming terms, the following are 
computer terms that are important to the gam- 
ing community. 


abandonware—Software that has been aban- 
doned by its publisher and is no longer being 
sold. This is often sited as an excuse for pirat- 
ing the software. 


aliasing—A degrading of quality when a com- 
plex image is displayed using limited resolu- 
tion. A common symptom is jagged lines. 


anti-aliasing—A process to reduce the jagged 
lines that result from aliasing. 


aspect ratio—The ratio of an image’s width to 
its height. 


client—Any computer that connects to a serv- 
er. In gaming, that would be the game player's 
computer. 


console—A prompt where you can type in text 
while you are playing the game. 


device driver—Software that links hard- 
ware, such as a joystick, with the operating 
system. 


Direct3D—A specification that lets Windows 
9x programs use 3-D graphics. It is part of 
Microsoft's DirectX specifications. 


DirectX—Specifications for Win9x programs 
that use special drivers and can speed up pro- 
grams designed to use DirectX specifications. 


freeware—A program you can use indefinitely 
for free without any obligation to pay a regis- 
tration fee or make a purchase. 


ping (Packet Internet Groper)—The time it 
takes for information to flow between a server 
and a client. This is usually a function of con- 
nection speed. A low ping is better. 


release point—An upgrade to a software 
designed to fix common problems. The term 
comes from numbering software, such as DOS 
3.0, 3.1, and so on. A release point is an 
upgrade significant enough to change the 
number. 


server—A computer that hosts many client 
computers. 


shareware—The user can download and use the 
software for free. If she likes it, she is expected to 


register by sending money to the developer. 


shelfware—Software sold off the shelves of 
regular retail channels. 


slipstream upgrade—A minor software 
upgrade that is made without changing the 
release number. 


E General Terms. This is a discussion 
of the terms commonly used in the gaming 
community. Understanding these terms will 
go a long way toward helping you under- 
stand game instructions and online gaming 
discussions. 


3-D (three-dimensional)—A visual classifica- 
tion indicating that an object has or appears 
to have depth of field. In computers, 3-D 
video and audio devices do not necessarily 
offer three dimensions, but they usually have 
greater depth and richer output. 


adaptive learning—An artificial intelligence 
system that has the ability to learn and adapt 
based on its environment and the actions of 


humans playing the game. 


alias—The name a player uses in a multiplayer 
game. This also is a sequence of commands 
that can be performed using a single key- 
stroke. 


AI (artificial intelligence)—The computer 
tries to mimic the intelligence of humans by 


characters in adventure games. 


attributes—In role-playing a 
games, these are the various 
nesses, and other aspects of a chara 


boss—The big villain in an adven 
The boss is usually not encountered 
the end of the game and is usually har 
It is also called boss enemy. 


camper—A person playing a multiperson 
game who acts like a sniper and waits to 
ambush opponents. This is a derogatory term. 


cheat code—A sequence of characters entered 
through the keyboard that gives the player an 
advantage. Possible advantages include unlim- 
ited ammunition, unlimited life, or the ability 
to walk through walls. 


cinematics—An animated sequence at the start 
of a game. 


clan—Groups of players who join teams to 
play against other clans. Players will often add 
a prefix or suffix to their names to indicate 
their clan affiliation. 


clone—A game made to look or play like 
another game. 


Command Line Parameter—Old DOS games 
sometimes let you specify options by adding a 
few words or letters after the file name of the 
game. 


continue—Another chance to continue playing 
after losing all your lives. 


deathmatch—In multiplayer games, such as 
Doom, the players compete to see who can kill 
each other as many times as possible. 


Easter egg—A treat or secret part in a game 
that has nothing to do with playing the game. 
For example, many games have a special key- 
stroke to see pictures of the developers. 


energy—A scale showing the health of a play- 
er. Energy goes down in battles and over time, 
and a player can usually increase his energy by 
finding food, magic, or other items. 


engine—A computer application that runs — 
all aspects of the game. Engines are like 
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programming languages that use game-specific 
terms. They let new games be developed more 
easily than using a general-purpose program- 
ming language. Also known as a game engine. 


episode—One storyline in a shareware game 
series. The first episode is intended to build 
interest; the rest are to encourage registration 
of the software. 


expansion pack—An addition to a game that 
adds characters, enemies, weapons, levels, and 
missions. It may also fix bugs. These are also 
called mission packs. 


experience points—In RPGs, players receive 
these as they solve puzzles or survive aspects 
of the game. The more experience points a 
player accumulates, the more skills and pow- 
ers their characters possess. 


game engine—See engine 


gameplay—Meaningful interactions with 
game characters while playing the game. 


Genesis3D—An open source, 3-D game 
engine. It has received a lot of support. 


genre—The type or class of game you are play- 
ing. Read the common ones earlier in this article. 


handle—The name a player uses in a multi- 
player game. 


level—One continuous section of a game. 
Usually, something specific must be accom- 
plished to move to the next level. Games start 
at easier levels, and the difficulty increases 
with each level. 


multiplayer—Games designed for players to 
compete against each other rather than against 
the computer. 


urnies—Small external spaceship ornaments, 


ch as pipes, that make the spaceship look 


al conversion—A patch that significantly 
s how a game plays but keeps most of 
s original features in place. 


G game where the game 


plot—The overall storyline behind a game. 
The plot is designed to bring a player into the 
game and keep that person playing. Plots can 
be linear or allow for branching, depending 
on game events. 


nag screen—A screen that reminds (nags) 
players of unregistered shareware to register 
the game. The term also is used for screens 
that nag players to buy other products. 


registered—The version of a shareware game 
you receive after paying the registration fee. 
It often has more levels and other features 
and fewer or no nag screens. Sometimes, reg- 
istration simply brings a code for turning the 
shareware version of the game into a regis- 
tered version. 


rule—Guides for behavior in games. 


score—The number of points a player has 
received. 


scoreboard—A graphical report of the present 
score, along with other pieces of important 


data such as energy remaining and ammuni- - 


tion counts. 


segue—A transitional device for moving 
between disjoint parts of the game. These are 
usually used for moving between levels, 
and they will often involve some storyline 
development. 


single-player game—A game designed to be 
played alone, against the computer. 


sniper—A player who uses a weapon like a 
rifle to make kills at long distances. It is not a 
derogatory term. It can be hard to tell campers 
and snipers apart. 


storyline—The plot and setting for the game. 
This will include such things as the characters, 
the characters’ backgrounds and motivations, 
and the location of the game. 


total conversion—A patch that changes so 
much of a game that it looks and plays like a 
new game but it continues to use the original 
game engine. 


trilogy—A game marketing method. The first 


third of the game (or episode) is released as 


hareware, and the gamer must purchase the 
er two episodes from the manufacturer. 


E Abbreviations & Game Talk. Like 
any tight-knit group, gaming has developed its 
own set of terms as well as abbreviations for 
many common terms and phrases. Learn these, 
and you will be on your way to sounding like 
an experienced gamer. 


6DOF (six degrees of freedom)—This is a 3-D 
term that refers to being able to move in all 
three dimensions (X, Y, and Z) plus being able 
to rotate around the X, Y, and Z axes. 


AGP (Accelerated Graphics Port)—This is a 
specialized port for graphics that connects the 
display system to system memory without 
using the bus. 


ammo—Ammunition. 
bot (robot)—A computer controlled player. 


BRB—Be right back. 


compo—Competition. 
config—Configuration. 


crack—A patch to a game, usually developed 
by someone other than the game developer. A 
crack is usually used to remove nag screens 
and can otherwise be used to let a game be 
played in a way that violates its license. 


D—Defense. 


Demo mode—Where the game plays itself 
without human input. 


DM—Deathmatch. 


Exit King or Exit Queen—A player in a multi- 
player game who irritates other players by 
continually exiting the current level. 


FFA (free for all)—Where anyone can fight in 
a deathmatch. Servers will generally have an 
upper limit of eight to 10 players. 


FMV—Full-motion video. 


FPS (first-person shooter or frames per sec- 
ond)—See above for first-person shooter def- 
inition. As frames per second, this is the 
number of times the monitor is refreshed 
during play. In multiplayer games, some 
servers have trouble supporting high refresh 
rates. 


frag—A kill. Usually used in FPS deathmatch 
games. The term comes from the Vietnam War 
where solders sometimes killed officers. Those 
kills were called frags or fragging because they 
were usually accomplished using fragmenta- 


tion grenades. 
GG—Good game. 


gib—The bloody body parts that fly off when 
a character is shot or blown up. This term also 
is used to mean to kill in a spectacular way. 
The term comes from the word giblets, which 
are chunks of meat that are fed to fish. 


GL—Good luck. 


God mode—A mode of play where a player is 
invulnerable to attack. The player cannot be 
hurt or killed. In some games, God mode acti- 
vates other hidden options. This is also called 
cheat mode. 


H8—Hate. 


hack—Any unconventional changing of the 
data for a game. 


hardcore—A game player who is familiar with 
games, gaming terms, and the gaming industry. 


hit points—The amount of damage a player 
can sustain before dying. 


insta-death—To die suddenly and without 
warning. 


invincibility—The same as God mode. 


IP (Internet protocol)—A series of numbers 
giving the address of a game server. 


LCR (low-cost retail)—Games sold cheaply 
through retail channels. 


HPW (high ping whiners)—Anyone playing 
using a modem and complaining about it. 


HUD—Heads-up-display. 

IMHO—In my humble opinion. 

IRC (Internet relay chat)—This is a way for 
gamers, and others, to chat with each other 


over the Internet. 


lagware—A game that is too slow to play. 


lamer—A player who is both ignorant and 
refuses to learn. A very demeaning term. 


' life—The number of tries a player has before 


the game is over. It would be more accurate to 
refer to this as deaths. 


Ilama—A player who always complains. The 
player is also usually a lamer. 


lo—Hello 


LOD (level of detail)—Usually used in con- 
junction with the complexity of 3-D models. 


log—tThe history of a game, including frag 
counts, pings, and so on. 


ludicrous gibs—Killing someone in a truly 
spectacular way where lots of body pet and 
meat are blown into the air. 


M8—Mate. 


Mod—Modification; many games have tools 
that let players change the way a game looks 


` and plays. 


MMxX-—Intel’s multimedia extensions for the 
Pentium processor. 


MUSH (multi-user shared hallucination)—A 
type of MUD where players can change the 
environment. 


nagware—Games that use a lot of nag screens. 


no-clipping mode—A mode of play where the 
player can walk through walls and other solid 
barriers. In some games, no-clipping mode 
removes your ability to pick up objects. 


one up—An object that gives the player an 
extra life or the extra life itself. 


peacemaker—A player who mediates disputes 
among team players or a player who does not 
do a good job of competing. 


PC—Partial conversion. 
pineapple—A grenade. 
registration incentive—Something of value 
the player receives for registering a shareware 


game. May include extra levels, weapons, 
characters, and so on. 


rip—To remove a part of a g 
music or a graphic, so it can be used 
the game itself. 


rig—A slang term for your computer. 


rocket jump—Having a character jum 
by firing its weapon at the ground while 
ing. Rocket launchers yield an especially 
rocket jump. 


sit-in—When a group of dead players refuses 
to re-enter a game until their demands are met. 


strafe—To fire a weapon in a wide pattern 
rather than aiming at a specific target. 


sysop (system operator)—The person who 
controls special options in a multiplayer game. 
These options might include setting the level, 
assigning players to teams, or kicking misbe- 
having players out of the game. 


TA—Appreciation for doing something. 
TC—Total conversion. 


telefrag—To kill an opponent by teleporting to 
where they are standing. 


teleport—To change the position of a player or 
an object, like beaming in Star Trek. 


TF—Team fortress. 


waking up dead-In a multiplayer game, when a 
player has such a slow connection that he is 
killed before he can gain control of his character. 


warez—Pirated software, especially games 
and MP3 (Moving Pictures Experts Group, 
Audio Layer 3) files. This term also refers to an 
underground network to distribute pirated 
software. (Pirated software distribution is 
highly illegal so stay clear.) 


warp—To move to another level of a game or 
to be teleported to another section of the same 
level. 

whiner—A player who is always complaining. 
Y—Yes 

by Ronnie Richardson 
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Sony’s Little Black Box 


PlayStation2 Gets Set To Shake Things Up—Again 


was developing a videogame console and 

entering a market that had long been domi- 
nated by videogame giants Nintendo and Sega. 
Industry experts and gamers alike were skepti- 
cal, since Sony’s videogame track record was 
less than stellar at that point. Sony ImageSoft 
(the corporation's now-defunct game develop- 
ment company) had released a smattering of 
mostly forgettable titles for existing 16-bit game 
consoles, but they hardly served as evidence 
that Sony could turn the videogame console 
market into a three-pony race. 

Fast forward to present: Sony’s first console, 
the 32-bit PlayStation, has sold more than 73 
million units globally and more than half a bil- 
lion games. PlayStations are in one in every 
four U.S. households, and in 1999 PlayStation 
game sales out-grossed the top five U.S. 
domestic grossing movies (“Star Wars Episode 
L” “The Sixth Sense,” “Toy Story 2,” “Austin 
Powers: The Spy Who Shagged Me,” and “The 
Matrix”) combined. Thanks to unprecedented 
third-party developer support, the PlayStation 
game library includes more than 3,000 titles. 


: n_1994 Sony announced to the world that it 


E Play It Again. Now Sony is getting 
ready to launch the PlayStation2 (PS2) in the 
United States and hopes to prove that its suc- 
cess has been more than beginner's luck. 
Touted by some as the most powerful and 
graphically impressive console ever, the 128- 
bit PS2 hit Japan last March and sold 980,000 
units in its first weekend. On August 1, Sony 
announced that it sold 3 million units in five 
months in Japan, and it expects similar results 
in the United States starting on October 26. 

“We have committed to having a million 
units available at launch,” says Molly Smith, 
SCEA’s director of public relations. “We have 
also discussed having a significant number of 
additional units in stores by Christmas, and we 
will have shipped 3 million units into North 
America by the end of March.” 

If early consumer response is any indication, 
Sony won't have too much trouble moving all 
the $299 P92s it can build. National retail chains 
such as Babbage’s Etc. and Electronics Boutique 
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have been accepting preorders for PS2s for 
more than a year, with impressive results. 
“What we've been hearing from retail in the 
zy, year is ‘We'll take as many as you can give 
” Smith says. Some stores began notifying 
diet customers early 
in July that because. of 
overwhelming de- 
mand they couldn’t 
guarantee that pre- 
orders placed after a 
certain date (July 3 at 
Babbage’s Etc. and 
July 9 at Electronics 
Boutique) would arrive 
on October 26. Cus- 
tomers that placed 
their orders after these 
dates may have to wait 
until later in the year. 
Sony originally intended to launch the PS2 
simultaneously in North America and Europe 
but recently announced that it would delay the 
European launch until November 24. The delay 
comes as a result of demand for units in Japan 
outstripping Sony’s production capabilities. 
The move has some U.S. gamers worried about 
a similar delay, but Sony still maintains it will 
make the original North American launch date. 


E Heart & Soul. The PS? is a 128-bit game 
console built around a custom CPU called the 
Emotion Engine that Sony developed in a joint 
venture with Toshiba. The Emotion Engine (EE) 
runs at nearly 300MHz (megahertz) and 
includes a 128-bit data bus and full-speed inte- 
grated cache memory. It has 3.2GBps (gigabytes 
per second) access to 32MB (megabytes) of 
Direct Rambus system memory and can process 
floating-point mathematical calculations at 6.2 
gigaflops (6.2 billion floating operations per sec- 
ond). In other words, it’s extremely fast. The 
chip holds10.5 million transistors connected by 
.18-micron pathways, the same processor path 
technology used by Intel and AMD in their 
newest PC processors. 

The Emotion Engine gets help from a custom 
Sony graphics processor called the Graphics 


Madden NFL 2001 showcases PlayStation2’s 
graphical prowess. 


Synthesizer that runs at nearly 150MHz, 
includes 4MB of embedded DRAM (dynamic 
random-access memory), and draws 75 million 
polygons per second. This is of note because the 
lion’s share of today’s videogames use sophisti- 
cated 3-D graphics that 
feature characters and 
backgrounds drawn as 
a framework of poly- 
gons. Although there 
are several other factors 
involved in a game’s 
overall graphics, the 
general rule is the more 
polygons the better, 
because items drawn 
on-screen have more 
detail and look more 
realistic.. PS2 also has a 
secondary sound pro- 
cessor with another 2MB of memory dedicated 
solely to sound effects and music that includes 
support for powerful audio formats such as 
Dolby Digital (AC-3) and DTS. 


@ Liberal Media. PS2 is the first 
videogame console that plays games stored on 
DVD-ROMs. In fact, it can play PS2 games, 
selected original PlayStation games, audio CDs, 
and movie DVDs. The prospect of DVD-sized 
games is exciting because the largest console 
games have spanned four or five CDs at 650MB 
each. Four 650MB discs equals 2,600MB, or 
roughly 2.5GB (gigabytes) of data storage space. 
DVDs, on the other hand, can hold 4.7GB of data 
on each side, so the difference in storage space is 
considerable, and in many cases means more 
graphics, more music, and more gameplay. 
Another big difference between the PS2 and 
other consoles is that it can play DVD movies, so 
in effect you're getting two hot home electronics 
items for the price of one. When PS2 launched in 
Japan, it didn’t have DVD movie playback 
instructions built in, so users have to insert a 
special PS2 memory card containing the instruc- 
tions to watch movies. Sony has modified the 
North American version to include internal 
DVD software, so this won't be necessary. 


Sony improved on another form of storage 
media for the PS2, as well. The new PS2 memo- 
ry cards that save such game data as completed 
levels, character information, and scores contain 
8MB of flash memory (as opposed to 128KB in 
the original PS’ cards) and can transfer data up 
to 250 times faster than the old cards, which 
move saved game information at 10KBps (kilo- 
bytes per second). This will allow games to 
record more details for each game you save, 
opening the door for richer, more fully devel- 
oped gaming worlds. Sony even added to the 
new cards an encryption and authentication 
security feature called Magic Gate that 
will secure your data when you play on 
Sony’s proposed broadband network, 
but we'll have more on this below. The 
new 8MB cards will sell for $34.99 each. 


E Get A Grip. The way you inter- 
act with a game.console can be every 
bit as important as what is inside it, and 
Sony is going with what works in the 
area of game controllers. The PS2 will 
include one of Sony’s new Dual Shock 
2 (DS2) control pads, which incorpo- 
rates nearly all the same features of the 
Dual Shock controller for the original 
PlayStation. It features the traditional, 
digital control button (in the shape of a 
+) as well as two analog control sticks 
that offer more precise control in 3-D games. 
The DS2 also has the same force-feedback tech- 
nology present in the first Dual Shock con- 
trollers. It vibrates at varying times and speeds 
as dictated by each game, giving gamers an 
increased feeling of connection to the action. 

The thing that sets the DS2 apart from its pre- 
decessor—and nearly every other console con- 
trol pad—is its analog buttons. These buttons 
look just like the old, digital kind, but depend- 
ing on the game you're playing, they can sense 
varying levels of pressure. This means that a 
game developer could design a baseball game, 
for instance, that makes your batter swing softer 
or harder based on how hard you press the bat 
button. The DS2’s analog buttons are so sensi- 
tive they can sense 256 levels of pressure. The 
PS2 will ship with one DS2 control pad, and 
extra pads will sell for $34.99. 


E Manifest Destiny. At a glance, the 
PS2 might look like just another game console, 
but Sony has equipped it with some impres- 
sive options for future expansion. In addition 
to two 12Mbps (megabits per second) USB 
(Universal Serial Bus) ports, the PS2 includes 


an iLink, or IEEE (Institute of Electrical and 
Electronic Engineers) 1394 High Performance 
Serial Bus port. The iLink interface transfers 
data at speeds up to 400Mbps, so it is ideal for 
connecting camcorders, digital cameras, or 
other data-intensive devices up to computers. 
These ports alone suggest that PS2 will offer 
some interesting capabilities as time goes by, but 
they are just the beginning. The North American 
model also comes with a 3.5-inch hard drive bay 
and an expansion unit that will allow users to 
connect their units to a broadband network that 
Sony is working to unveil sometime in 2001. + 


Sony’s The Getaway features recreations of 70 square kilometers 
of actual London streets. 


E Bumpy Start. Although PS?’s sales fig- 
ures in Japan have been impressive, the launch 
hasn't been completely without challenges. 
Early units had some trouble playing DVD 
movies, including reports of consoles overheat- 
ing and freezing or skipping during playback. 
Then just a few days after launch, a problem 
arose with PS2’s 8MB memory cards. As we 
mentioned earlier, Japanese PS2s require users 
to insert special memory cards with DVD soft- 
ware installed on them to play movies. Some 
users who saved game data to these cards found 
the saves corrupted the DVD software, render- 
ing it useless. Sony issued a formal recall for the 
defective cards. The good news for U.S. gamers 
is that we won't have the same memory card 
problems, and since Japanese gamers found the 
DVD playback problems several months prior to 
the U.S. launch Sony should have it neatly 
ironed out by October 26. 

Sony has also caught some heat from the 
MPAA (Motion Picture Association of 
America) because its first shipments of 
Japanese PS2s made it easy to ignore the 
region-specific lockout for DVD movies. Sony 
has taken steps to work the flaw out of newer 


units, but lockout codes are available on the 
Web that can get around Sony's programming. 

Yet another issue that popped up early in the 
PS2's public life was some skepticism about its 
ability to handle full-scene anti-aliasing, a pro- 
gramming technique that makes jagged com- 
puter-generated lines look round. Full-scene 
anti-aliasing chews up large amounts of graph- 
ics memory, and some programmers have indi- 
cated that the PS2 doesn’t have a large enough 
graphics memory buffer to use the technique 
without scaling back overall graphical com- 
plexity. Others, however, say that the difficulty 
is learning how to get the most out of a 
new system with a completely different 
architecture than anything they've pro- 
grammed before, and that over time 
such issues may evaporate. 


E Forward In Reverse. Despite 
some of the PS2’s early troubles, it is 
hard not to be excited about it. For one 
thing, it can do something very few 
game consoles have been able to do 
over the years. Because its I/O 
(input/output) processor (which con- 
trols the flow of data to and from con- 
trollers, memory cards, and expansion 
ports to the PS2’s CPU) is essentially the 
same chip as the original PlayStation’s 
CPU, it is backward compatible with 


- the majority of the PlayStation’s 3,000-title 


game library. This is a big advantage for Sony, 
not- just because of the vast numbers of 
PlayStation games currently available, but also 
because the PS2 enhances the graphics of some 
original PlayStation titles. There are a few 


games it can’t play, and it doesn’t make old 


games look as good as PS2 games, but depend- 
ing on the game, it can sharpen 3-D images and 
even speed up gameplay. 

More than 200 game companies have signed 
license agreements with Sony, and more than 
270 PS2 titles are in the works around the 
world. Sony claims there will be 50 PS2 games 
on the market by the end of the year, including 
25 possible third-party games and 11 in-house 
games that will be available on October 26. 
Some titles projected for launch day probably 
won't make it, but 36 is a pretty impressive 
number of games for a system’s first day out of 
the box. If Sony can build enough units to make 
its launch date and keep up with demand 
through Christmas, it should be another first 
day for the record books. 


by Chris Trumble 
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3.2 MB RDRAM 
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2 PC card slots “Graphics Synthesizer” 
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On/Off Switch 
AV Multiout 
AC In 


Dual Shock 2 
Force Feedback control pad with 
digital and analog controls 


Two memory card slots 
Two controller ports 


| Two USB ports 
$ One iLink 


“= PS2 8MB Memory Card - 
(IEEE1394) port _ 
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Internet Or Bust 


Dreamcast Is Betting 
It All On Online Gaming 


long 
time ago, at 
least from a technology 


standpoint, Sega was king of the 

video game hill. Nintendo's original NES 
(Nintendo Entertainment System) was 
rapidly aging, and the video game market 
wasn't even a sparkle in Sony’s eyes when 
Sega introduced the Genesis in 1989. As one 
of the first 16-bit video game systems on the 
market, Sega’s new video game console 
quickly gained recognition and acclaim, but 
by 1993, Nintendo’s new Super NES was be- 
ginning to take market share away from 
Sega. By the late 1990s, many wondered if 
Sega would meet the same fate as Atari and 
fade from dominance to obscurity. 

Ten years after the introduction of its most 
popular home console ever, Sega is back with 
a new system. The Sega Dreamcast is the first 
128-bit video game system to hit the market, 
beating competitors by more than a year. 


Sega launched an 
aggressive advertising cam- 

paign and provided an impressive 
lineup of games for its release in the United 
States to help the Dreamcast attain some of 
the same fame the Genesis once held. As 
Sony’s PlayStation2 nears its U.S. release, the 
question doesn’t seem to be whether the 
Dreamcast is a good video game system, but 
whether it can hold its own against the 
PlayStation2. 


E The System. No one would say that 
the Dreamcast is unimpressive. The 200MHz 
Hitachi SH4 processor was the fastest 
processor ever used in a console system at the 
time of the Dreamcast’s release, and the NEC 
Power VR2 graphics chip can crank out more 
than 3 million polygons per second. The 32-bit 
sound processor is also extremely capable with 
the ability to produce 64 unique sounds at 
once. By way of comparison, Sony’s original 


PlayStation2 console features a 33.8MHz RISC 
(reduced instruction set computer) processor 
and a video system capable of about 500,000 
polygons per second. 

Like the Sony PlayStation2, the Dreamcast 
reads games off optical media. The Dreamcast 
uses a proprietary storage standard known as 
GD-ROM (gigabyte disc read-only memory). 
GD-ROM looks the same as a standard 
CD-ROM but stores data in a special format 
that lets game designers place one gigabyte 
(1000 megabytes) of information on a single 
CD. A standard CD-ROM can store about 
650MB of information. 

Perhaps one of the most publicized features 
of the Dreamcast is its included V.90 modem. - 
The modem lets Dreamcast owners connect to 
the Internet and surf the Web on their televi- 
sion sets using the Dreamcast Web browser in- 
cluded on a GD-ROM. Currently, Sega is 
finishing work on its own gaming network, 
which will let Dreamcast owners play video 
games with one another online. While this is 
nothing new in the PC world, online gaming is 
new to the console format. 

Schelley Ohlaza, an analyst at IDC (Interna- 
tional Data Corp.), says the Dreamcast has sold 
over 1.5 million systems worldwide and that 
the quality of the system has surprised many 
in the video game field. 

As impressive as the Dreamcast sounds, 
the PlayStation2 promises to be even more 
impressive. Sony’s much-touted processor, 
the Emotion Engine, runs at 300MHz, and 
the graphics engine should be able to pump 
out about 15 million polygons per second. 
Even though the PlayStation2 is technically 
superior to the Dreamcast, other factors 
will play a part in the long-term success of 
either system. 


E The Internet Gamble. The corner- 
stone of Sega’s plans for long-term success in 
the face of the PlayStation2 may rely on a 
spin-off company, Sega.com. Sega.com has 
the onerous task of creating an online gaming 
service from scratch and marketing it to 
Dreamcast owners. The service, known as 
SegaNet, will be a full-featured ISP (Internet 
service provider) that will let customers con- 
nect to the Internet through a computer 
or their Dreamcast consoles. SegaNet hopes 
to build a network to provide superior on- 
line gaming over standard modem-based 
connections. Sie 
Providing a good online gaming experi- 
ence over a modem line will be a tough task, 
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Dreamcast Games 


here’s currently no short- 

age of good games for the 
Dreamcast. With the upcoming 
holiday season, even more titles 
will be on their way. Here are 
some of the best Dreamcast 
games on the market and some 
of the titles to watch for in the 
coming months. 


Current Games: 
Namco 
http://www.soulcalibur.com 


The search for the evil sword 


Soul Edge has brought to- 
gether various combatants, 
each hoping to possess the 
sword for their own personal 
reasons. This 3-D fighting 
game shows off the power of 
the Dreamcast and features in- 
credible graphics and smooth 
animation. You can watch as 
hair and clothing blow in the 
wind and muscles ripple before 
an attack. This will be a classic 
two-player game. 


Sega 
http:/www.sega.com/pc 


/catalog/SegaProduct.jhtml? 


PRODID=227 
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Perhaps the only people cra- 
zier than the taxi drivers are the 
customers who tip according to 
time and thrill factor. Close calls 
and wild jumps will help get your 
fare from point A to point B in as 
little time as possible and earn 
you the best tip possible. This ar- 
cade hit also features new game 
play modes and tracks created 
specifically for the Dreamcast. 


Tecmo 
http:/www.tecmoinc.com 
/home.htm 


This is your chance to win the 
coveted Dead or Alive Cham- 
pionship. Featuring 12 char- 
acters and incredible graphics, 
this arcade conversion for the 
Dreamcast promises a new per-. 
fect arcade experience. Tag 
team mode lets four players 
battle it out, allowing you and 
your friends to take full advan- 
tage of the four controller ports 
on the Dreamcast. Multiplatform 
levels also provide a unique 
fighting stage. 


Capcom 
http:/www.capcom.com/xpml 
/game.xpml?gameid=450018 


Ah, there’s nothing quite as 
relaxing as playing a survivor 
horror game. Resident Evil: 
Code Veronica brings the 
most popular franchise in the 
survivor horror genre to the 
Dreamcast. Players control 
Claire Redfield as she battles 
zombie and lunatics in search 
of her long lost brother, Chris. 
The graphics are amazing, but 
when combined with creepy 
camera angles and haunting 
music, the effect is very unset- 
tling—very unsettling indeed. 
Don't play this one if you're 
afraid of the dark. 


Capcom 


http://www.capcom.com/xpml 


/game.xpml?gameid=550020 


E 


h ~aman “ 


While Marvel Vs. Capcom 2 
doesn't feature any complicated 
3-D arenas, it does feature 56 ` 
different players from which to 
choose. Choose three of your 
favorite Capcom characters and 
slug it out with three of your fa- 
vorite Marvel Superheros to see 
who is king of the ring. The ac- 
tion is fast, furious, and fun, es- 
pecially when two or three of 
your friends join in. 


Sega Sports 
(Visual Concepts) 
http://www.sega.com/pc 
/catalog/SegaProduct. 
jhtml?PRODID=199 
Release Date: 9/1/2000 


da 
The sequel to the popular 
NFL2K will feature support 
for online game play. Online 
gaming, however, will not be 
the only enhancement. NFL2K1 
will also provide a Franchise: 
Mode that lets players man- 
age their teams across mul- 
tiple seasons. The already 
good artificial intelligence will 
reportedly receive an upgrade, 
as well. New motion-captured 
moves will also help make 
the game look and feel more 
realistic. 


Sega Sports 
10/01/2000 
http://www.sega.com/pc/cat 

alog/SegaProduct.jhtml?PR 

ODID=198&x=28&y=12 
The upcoming release prom- 


ises to add plenty of new fea- 
tures to the popular NBA2K. 
New features include support 
for online game play, new ani- 
mations, a higher level of de- 
tail, and the ability to manage 
your team and draft new 
players. Using the Internet, 
eight or more players can play 
one another online, making it 
possible to stock all but one 


player from each team with real highly anticipated title won'tbe you'll be happy to find versions 
human players. released until November of this of old Sega classic arcade 
ee - year, it has already received games such as Hang On in the 
Shenmue | a significant amount of attention. video arcade within the game. 
Sega Created by Yu Suzuki, ee Res 
11/14/2000 Shenmue puts you in the place Quake Ili Arena 
hitp:/www.sega.com/pc of Ryo, a young Japanese man id Software 
/catalog/SegaProduct.jhtml? who sees his father murdered. http://www. idsoftware.com 
PRODID=2008&x=27&y=20 You begin this new adventure 10/1/2000 
Oh baby! Even though this ` game ona search for answers Quake Ill was designed for 
about why your father was killed 
and who killed him. The world is 
changing weather and land- 


scapes, as well as hundreds of 
individuals to interact with. Not 


an online experience. Already 
very popular among PC gam- 
ers, id software and Sega are 
hoping Quake III can find an 
audience on the console and 
give players a reason to use 
the built-in online capabili- 
ties of the Dreamcast. The 
Dreamcast version will have a 
total of 26 different arenas, 
four more than the PC ver- 
sion, and Dreamcast users 
will be able to compete 
against PC players, ensuring 
there will be no shortage of 


but Sega hopes to limit lag time (the time it 
takes for your actions to register on your op- 
ponent’s screen) by installing custom hard- 
ware to handle the gaming traffic. For 
broadband users, Sega will also offer an 
Ethernet card that can replace the standard 
V.90 modem. The Ethernet card will provide 
DSL (Digital Subscriber Line) and cable 
modem users with faster connections to the 
Internet. 

Online gaming is extremely popular 
among PC gamers, but it remains to be seen 
if console gamers will find the online experi- 
ence rewarding. Ohlaza believes that the 
target audience of young adults and teens is 
comfortable enough with the Internet to take 
easily to online gaming over the Dreamcast if 
they have a reason to. “The question is going 
to be what type of experience can you pro- 
vide that’s going to be more than just surfing 
the Web,” Ohlaza says, “It has to be an im- 
proved gaming experience . . . it has to work 
seamlessly.” 

As an incentive to try the service and ex- 
pand the Dreamcast install base, Sega is run- 
ning two different promotions. The first 
promotion provides a $50 rebate and a 30- 
day free trial of the SegaNet service to 
anyone who bought a Dreamcast system 
between June 4 and Aug. 31, 2000. Users who 
want to make a commitment to the SegaNet 
service can sign a two-year service con- 
tract and receive a free Dreamcast and a 
Dreamcast keyboard.. Users who have 


only is this world detailed, it’s 
also graphically gorgeous. Plus, 


already purchased a Dreamcast can receive a 
$200 rebate and free keyboard. 

Not all games will be Internet compatible, but 
according to Sega, both NFL2K1 and NBA2K1 
will be Internet enabled. First-person shooters 
Quake II Arena and Unreal Tournament will 
appear on the Dreamcast. Both games rely 
heavily on Internet gaming and are very pop- 
ular among PC gamers. Sega hopes they will 
find the same success on its console. 

If Sega can make online gaming with the 
Dreamcast a reality, the pay-off could be sub- 
stantial. According to IDC, more than 1.5 mil- 
lion consoles and handheld gaming units 
with online capabilities shipped in 1999 and 


competitors for the first 
Dreamcast owners who 
snatch up this new title. C 


only about 397,000 of those units utilize their 
online capabilities. IDC projects that by 2004, 
nearly 83 million units will ship with online 
capabilities and more than 27 million of these 
units will make use of such features. 

With the North American launch of the 
PlayStation2 in late October and the launch 
of online gaming with Dreamcast in 
September, the next year will be a crucial one 
in the console wars. The Dreamcast days of 
technical superiority are ending. The ques- 
tion is whether Dreamcast can continue to be 
a success despite the PlayStation2. 


by Chad Denton 
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Where to go for your PC 
and everything its heart desires. 


Click on to Gateway.com* 
for the latest prices on PCs 


4 


and thousands of accessories. 


53 Gatewaye com. 


The Gateway” Performance Line: 


serious computers with serious components. 
You want it all. Speed. Power. Fully loaded solutions like Gateway’s™ Music:)Ware packages. And since you want the ability to run all your multimedia 
programs without a glitch, you want a Gateway Performance PC with loads of megabytes, the latest processor technology and a built-in DVD. And with 
the thousands of customizing options available online, you can build one to satisfy your every technological desire. 


Gateway Performance 800 


"Intel® Pentium® Ill Processor 800MHz 


Gateway Performance 866 


Intel Pentium III Processor 866MHz 


Gateway Performance 933 


Intel Pentium II! Processor 933MHz 


64MB PC133 SDRAM 128MB PC133 SDRAM 
EV700 17" Monitor (15.9" viewable) EV700 17" Monitor (15.9" viewable) 
32MB NVIDIA™ RIVA TNT2™ M64 4X 32MB NVIDIA RIVA TNT2 4X AGP 


AGP Graphics Accelerator 


Graphics Accelerator 


30GB UATA66 7200 RPM Hard Drive 


30GB UATA100 7200 RPM Hard Drive 


128MB PC133 SDRAM 
EV910 19" Monitor (18" viewable) 


64MB GeForce2 GTS™ DDR AGP 
Graphics w/TV Out 


30GB UATA100 7200 RPM Hard Drive 


12X DVD-ROM Drive 


16X DVD-ROM Drive 


16X DVD-ROM Drive 


Sound Blaster® Live!™ Value Card 


Sound Blaster Live! Value Card 


Boston Acoustics® BA735™ Speakers 
w/Subwoofer 


56K’ PCI Voice Modem 


Boston Acoustics BA735 Speakers 
w/Subwoofer 


Sound Blaster Live! Value Card 


Boston so eg BA735 Speakers 
w/Subwoofer 


56K’ PCI Voice Modem 


Microsoft® Windows® Millennium Edition 


MS Windows Millennium Edition 


56K’ PCI Voice Modem 
MS Windows Millennium Edition 


MS® Works Suite 2000 Software 


MS Works Suite 2000 Software 


MS Works Suite 2000 Software 


1-Year AOL® Internet Access’ 


1-Year AOL Internet Access’ 


1-Year AOL Internet Access? 


Gateway Essential 667 


Intel Pentium III Processor 667MHz 
64MB SDRAM 

EV700 17" Monitor (15.9" viewable) 
Intel® 3-D Graphics 

15GB Ultra ATA Hard Drive 

48X Max/20X Min CD-ROM Drive 
Stereo Audio 

Boston Acoustics BA265 Speakers 
56K’ PCI Voice Modem 

MS Windows Millennium Edition 


Solution Packages 


Gateway Music:)Ware Packages 


CD Creator Pack 

CD-RW (CD-Rewritable Drive), CD 
Stomper™ Pro Labeling Kit, MusicMatch 
Jukebox Plus Software, Three-hour 
“Using Your PC to Explore Digital Music” 
Course (Instructor-led training at a 
Gateway Country® store’), Getting 
Started Guide 


$229 


Digital Audio Creator Pack 

Digital Audio Player, MusicMatch Jukebox 
Plus Software, Three-hour “Using Your 
PC to Explore Digital Music” Course 
(Instructor-led training at a Gateway 
Country store’), Getting Started Guide 
$229 


Extreme Audio Pack 

CD-RW (CD-Rewritable Drive), CD 
Stomper Pro Labeling Kit, Digital Audio 
Player, MusicMatch Jukebox Plus 
Software, Three-hour “Using Your PC to 
Explore Digital Music” Course 
(Instructor-led training at a Gateway 
Country store’), Getting Started Guide 


$429 


@ gateway.com 


Add an lomega® ZIP BUILT-IN™ 250MB 
Internal Drive w/ 1 ZIP Disk for $99 


Gateway" Essential: 
powerful PCs at practical prices. 


Looking for a tremendous machine at a not-at-all tremendous price? The Gateway 
Essential 667 has a superfast 667MHz processor, CD-ROM and serious acoustics. You can 
download MP3s with a Gateway Music:)Ware package. And you can do it all online at 
gateway.com. Now you can match your computer to your life as well as your budget. 


MS Works Suite 2000 Software 
1-Year AOL Internet Access? 


Ad code: 001574 


Includes Windows Millennium Edition 
the home version of the world’s favorite software 


CALL Gateway Direct =a W CLICK Gateway.com & 


1.888.888.0490 


© 2000 Gateway, Inc. All rights reserved. Gateway and the Gateway stylized logo and Your:)Ware are trademarks or registered trademarks of Gateway, Inc. Gateway Direct L.P and Gateway.com L.P are separate legal entities. Gateway Country Stores is a division of Gateway Companies, 
Inc. Microsoft, MS and Windows are registered trademarks of Microsoft Corporation. America Online and AOL are registered service marks of America Online, Inc. All other brands and product names are trademarks or registered trademarks of their respective companies. Prices and 
configurations subject to change without notice or obligation. Prices exclude shipping and handling and taxes. 

*Payment based on 48/mos. 14.9% APR for qualified customers. Max APR 28%. Not all customers will qualify. Excludes shipping ajid handling and taxes. Minimum 
FINANCE CHARGE $1.00. 
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U.S. Markets Wait 


With Bated Breath 


Nintendo Dolphin 


AME BOY 2s 


fter the video game crash of 1984, 
A: mainly by a flood of low-quality 
ames, nearly every company was 

afraid to get back in the home video-game 
market. Nintendo of America wasn’t one of 
those companies. Its Nintendo Entertainment 
System, released in the United States in 1985, 
so outclassed its competitors that it single- 
handedly revived the home video-game mar- 
ket. Since then Nintendo has faced serious 
competition—mainly from Sega and Sony, 
which became a dominant force seemingly out 
of nowhere with the launch of the PlayStation 
in 1995—but it’s always maintained an envi- 
able position in the console wars. The N64 
(Nintendo 64) has sold millions of units since 
its introduction in 1996, and Nintendo claims 
its Game Boy products, on the market since 
1989, are the worldwide best-selling video- 
game systems of all time. On the software side, 
more than a billion games have been sold for 


* its various systems. 


With all the hype surrounding Sega’s 
Dreamcast, Sony’s PlayStation2, and Microsoft's 
Xbox, many console devotees are wondering 
what next-generation hardware Nintendo plans 
to bring to the table. Their upcoming console, 
code-named Dolphin at the time this article was 
written, looks like it will be able to hold its head 
high when compared to competitor's systems. 
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E Nintendo Dolphin. 
Nintendo is tight-lipped 
about how the outside of its 
new device will look, but it 
released detailed informa- 
tion about the next-genera- 
tion system’s innards. The 
Dolphin has impressive 
specifications; at its core 
is a 400MHz (mega- 
hertz) CPU (central pro- 
cessing unit), which is 
over four times as fast 
as the processor in N64 
and much more efficient. 
In light of the 1GHz+ (gigahertz) 
processors turning up in PCs now, a 400MHz 
CPU seems a little anemic, but consoles are 
much different than PCs when it comes to com- 
paring specifications. PCs are hobbled as game 
machines because they're designed to do far 
more than run the latest game software. Con- 
soles are fine-tuned instruments of entertain- 
ment; each component is engineered to work 
toward two goals: maximum gaming power at a 
minimum price. Compared to other pure gam- 
ing systems, the Dolphin’s specs are good. For 
instance, the Dreamcast has a 200MHz proces- 
sor, and the PlayStation2 has a 300MHz proces- 
sor. Of course, processor speed is no indication 
of which system will have better games; that 
crucial element is decided by how easy it is to 
program for the console and how familiar the 
developers are with the hardware (and then 
there’s the little matter of talent). Compare any 
A-list PlayStation game of recent vintage to a 
game that was out when the system launched, 
and you'll immediately see what we mean. 
Memory speed also affects a console’s overall 
performance. There was no official word on the 
amount of memory the Dolphin will have, but 
we suspect it will have at least 32MB (mega- 
bytes) of special high-speed DRAM (dynamic 
random-access memory). Nintendo has reported 
the Dolphin’s memory bandwidth at 3.2GB 
(gigabytes) per second, which is blazingly fast 
and equal to that of the PlayStation2. The 
Dolphin’s polygon-pushing abilities, which 


determine how detailed the graphics can be, 
should be comparable to those of a PlayStation2. 
Nintendo received some flak for sticking with 
a cartridge-based system when other consoles, 
such as the PlayStation, were using CD-ROM 
drives. Nobody thought the cartridges would 
hold enough data to keep the system in favor, 
but gamers found that game developers packed 
a lot of gameplay on those “low-capacity” car- 
tridges. With the Dolphin, no one can complain; 
it'll have a Matsushita DVD-ROM drive. This 
should provide 1 to 4GB of storage, which is 
plenty when you consider that high-capacity 
N64 cartridges store a measly 64MB of data. 
Unfortunately, using a DVD drive means the 
system won't play cartridge-based N64 games. 


E Dolphin Games. With the Dreamcast 
already entrenched as a popular system in the 
next-gen wars and the PlayStation2 making 
waves in Japan (as it will in the United States in 
November 2000), it seems strange that Nintendo 
has pushed the launch date for its Dolphin and 
Game Boy Advance’systems to the first or sec- 
ond quarter of 2001. By that time Microsoft's 
Xbox likely will be on store shelves, with 
planned system specifications that will blow all 
the other next-gen consoles out of the water. 

Nintendo plans to stand up to the competi- 
tion with excellent software. Nobody can deny 
that Nintendo has some of the best game design- 
ers in the world (Shigeru Miyamoto springs to 
mind) and some of the more beloved licenses, 
such as the Super Mario series and the Legend 
of Zelda series. Nintendo has tried this “com- 
mitment to quality” with nearly every system 
it’s launched, but it was little more than a mar- 
keting ploy. This time it’s actually delaying the 
hardware release until there are a sufficient 
number of high-quality titles to complement it. 

Look for the Dolphin (or whatever Nin- 
tendo officially names the console) on store 
shelves in early 2001. 


E Game Boy Advance. The Game Boy 
was phased out and replaced with the superior 
Game Boy Color a few years ago, but early 
next year Nintendo's newest handheld system, 
the Game Boy Advance, will annihilate even 
the popular Game Boy Color in terms of 
graphics and potential gameplay. 

Imagine a Game Boy Color on its side, move 
the screen to the middle, and you have a rough 
idea of what the Game Boy Advance is sup- 
posed to look like. One gripe people had with 
past Game Boys is that the layout is too narrow 
and hard to hold, and competing designs, such 


as SNK’s NEOGEO Pocket Color (recently 
taken out of the American market), that use a 
horizontal layout are far more comfortable to 
use. The new device may have more buttons for 
increased input options, so developers can cre- 
ate deeper games, and it has been confirmed it 
will have a slightly larger screen. The new 
unit’s resolution is 240 x 160 compared to the 
Game Boy Color’s 160 x 140. The Game Boy 
Advance displays between 511 and 32,768 col- 
ors on-screen at the same time (depending on 


simultaneous colors possible on the Game Boy 
Color. Finally, the new unit has a zippy 32-bit 
processor that is much better than the Game 
Boy Color’s pokey 8-bit processor. 

We were hoping for a backlit screen on the 
Game Boy Advance, but it’s not listed on 
Nintendo's specification sheets. Backlights con- 
sume tons of power and dramatically reduce 
the unit's battery life. This isn’t too much of a 
letdown, however, because third-party manu- 
facturers are sure to release portable lighting 


(light-emitting diode) technology, just as they 
have for the Game Boy and Game Boy Color. 

There are nearly 500 games available for the 
Game Boy and Game Boy Color right now, and 
it would be a shame to deny Game Boy Advance 
owners access to these older classics. We were 
happy to learn that the Game Boy Advance is 
backward-compatible with the entire Game Boy 
library. Users should be able to upgrade to the 
new unit by the spring of 2001. 


the mode being used), as opposed to the 52 solutions, usually based on power-sipping LED by Tracy Baker 
Nintendo 64 An unofficial follow-up to Gol- have to see the realistic wave effects http://(www.rareware.com 
denEye, Perfect Dark lets players slip to believe them, andthe sense of con- ©  /recent/games/tooie 
even deeper into the role of a secret trol is perfect. 


f all this talk about the Dolphin 


agent man, or in this case, secret agent 


has you readying your Nin- woman. It’s bigger and bolder than the D ario 
tenido 64 for a trip to the trash N64’s other spy game, and we're still Ninan 
_ can, think again. The cartridge- -trying to unlock all of its secrets and http://www.nintendo.com Everyone is looking forward to this 
based 64-bit wonder still has a special options. : sequel to the in-sanely fun Ban-jo- 
-lot of life in it, with several dies) E Ae era Kazooie, which promises to deliver the 
upcoming titles that have hard- P Extitebike’64™ n original's blend of creativity, terrific 
-core gamers salivating and a Nintendo graphics, and solid gameplay, but in 
solid library of older titles thatare  http:/www.excitebike.com much larger quantities. 
just as fun to play today as they 


were when first released. Here’s 
our short list of classic games 


Super Mario 64 sold more N64s 


Nintendo 


no N64 owner should be with- 
out, along with some upcoming than perhaps any other game for the http://www 
titles that look promising. system has. Nobody was prepared to .nintendo.com 
EN see such eye-popping 3-D characters . Already re-leased 
Current Hits and environments, and the tight con- to acclaim in Japan, 
0 Based on the classic game forthe trols made exploring this strange new this follow-up to 
Rare Nintendo Entertainment System (which world a pleasure. This game will go Ocarina of Time 
http://www. rareware is hidden on the cartridge), Excitebike -down in history as a true classic. should be a hit in the United States, too. 
.com/recent adds a beautiful, new 3-D engine and 
/games/bond physics model to the mix to serve up = iii 
This first-person shooter is as close Some insane dirt bike racing action. a Silicon Knights 
to being James Bond as anyone's Defying gravity shouldn't be this fun. Nintendo http://www. siliconknights.com 
going to get. It also happens to be one http://www i 
of the greatest games released for any ame -nintendo.com | 
platform, ever. Nintendo 2 Definitely one of the 
http://www.nintendo.com Most anticipated releases of all time, 
designer Shigeru Miyamoto’s master- 
Rare piece really delivered the goods. 
htp: mw perfoctdark com Explore a vast 3-D world with a com- 
plete night and day cycle that is filled Horror games for the N64 are about 
with quests, conversations, and enough as common as horror movies on the 
- goodies to keep you glued to your seat Disney Channel, but Eternal Darkness 
for weeks. promises to change all that. Sure, N64 
5 C252 owners can play Resident Evil 2, but 
- Noother game on the market cap- Hot Games On The Horizon this game looks like it may be spookier, 
tures the feel of racing Jet Skis like and it should be out by Halloween. L] 


this early classic for the N64. You 
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PS Pi ee 
X Marks The Box 


Microsoft’s Xbox Prepares 
To Take On PlayStation2 


icrosoft’s next big leap into a tech- 
v nology market is risky, but it has 

huge potential. In the fall of 2001, 
the software king will join the ranks of video 
game console manufacturers, such as Sony, 
Nintendo, and Sega, when it releases it’s own 
gaming console known as Xbox. 

The market for gaming consoles is huge 
right now. In 1999, consumers bought 120 mil- 
lion console game software titles, and only half 
that many PC game titles. Microsoft joins the 
foray at a key moment when the top console 
manufacturers get ready to release new ver- 
sions of their products. The Sega Dreamcast 
came first, arriving to the United States early 
this year. Sony’s Playstation2 is scheduled to 
hit the shelves this month. Nintendo’s next 
generation console (codenamed Dolphin) will 
be in stores in early 2001. Xbox will be the last 
contender to arrive later next year. 

Microsoft might have the financial re- 
sources, the technical know-how, name 
brand recognition, and marketing prowess 
necessary to successfully jump into the 
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console market on its first attempt. Plus, as a 
software maker itself, Microsoft has been 
able to create a design friendly to console 
software developers’ needs. “This is the first 
time that a computing device has been devel- 
oped by software developers for software 
developers,” says Kevin Bachus, Xbox’s 
Director of Third Party. 

Microsoft has been making PC games for 
years and has included many PC elements in 
its gaming console design. Xbox’s compo- 
nents will closely resemble a desktop comput- 
er's. With a pared-down Windows 2000 OS 
(operating system), Pentium IlI-based CPU 
(central processing unit), multigigabyte hard 
drive, custom GPU (graphics processing 
unit), DVD (digital versatile disc) drive, and 
Ethernet port, it may outperform your current 
PC. However, Bachus reiterates that it’s not a 
PC we're talking about; it’s a gaming console. 
“A lot of people have made the mistake of 
looking at our specifications and trying to 
understand them in the concept of a PC. It’s a 
console,” Bachus says. A console with an 


extraordinary graphics chip and the ability to 
play 3-D games at HDTV (High Definition 
Television) resolution (1,920 x 1,080). 

In addition, Xbox. will be able to connect to 
the Internet and play DVD movies. It sounds 
snazzy, but some critics think this may be 
Xbox’s character flaw. If the company starts 
marketing Xbox as a Web browser/DVD play- 
er/gaming console, gamers won't be as inter- 
ested. The gaming community wants a con- 
sole to play games on, not a WebTVesque 
computer terminal. 


E What's Inside. Microsoft is designing 
a custom OS for Xbox that uses the Windows 
2000 kernel. It will not sport the Windows 
Desktop, however. Individual software devel- 
opers will create their own desktop looks for 
their specific games. Also, it will not need to 
install software to the hard drive to run pro- 
grams as Windows does. Instead, Xbox will run 
programs directly from the DVD player. 

Xbox’s OS will be able to multitask, or do 
various things at the same time. While the API 
(application programming interface) segment 
of the OS is running the program from the 
disc, the kernel can do something in the back- 
ground, such as provide speech recognition or 
keep in touch with a network. “All of that 
stuff can be done in parallel, so the developer 
doesn’t have to worry about sequencing,” 
Bachus says. 

Microsoft has recruited Intel to create a cus- 
tom 733MHz Xbox processor to run this OS. 
This may seem fast now, but by next fall, it 
will be at the slower end of Intel’s processor 
line. “The fastest processor really wasn’t neces- 
sary given our objective to produce the best 
possible gaming environment,” Bachus says. 
“We wanted to make sure there was a good 
match between the speed of the CPU and the 
speed of the graphics chip so that neither one 
was slowing the other down,” he adds. 

In fact, the GPU and CPU will work togeth- 
er closely, even sharing the same 64MB 
(megabytes) of RAM. Traditionally, a GPU is 
designed to take away some of the heat from 
the CPU by performing some calculations for 
graphics processing itself. In this case, the 
roles are almost reversed: the GPU will be the 
driving controller of the console’s memory. 
This GPU will be a special 300MHz NVIDIA 
chip based on the upcoming NV25 chip. It will 
have a throughput, or data transfer rate, of 
150 million polygons per second. 

The NV25 GPU will use pipelining, a speed- 
improving technology in which the graphics 


processor handles many stages of instructions 
at once. It will support curved surfaces, a tech- 
nique used to make graphics appear three- 
dimensional by creating them out of many tri- 
angles placed along a 3-D grid, much like a 
domed building. It will have full-screen anti- 
aliasing, which eliminates jagged edges on an 
image by smoothing in spots of higher resolu- 
tion or shadowing adjacent pixels. It will sup- 
port resolutions of up to 1,920 x 1,080, making 
Xbox ideal for playing DVD movies at home. 
“The graphics processor, to some extent, is 
actually the heart of the Xbox,” Bachus says. 

While the GPU handles the graphics, Xbox’s 
audio processor takes care of the sound. It will 
offer 256 different channels of sound. 

The Xbox will also ship standard with a 
hard disk drive that’s estimated to include six 


This robot mimics her every move in real time. 


Xbox Applications 


to eight gigabytes of storage space. The 
hard drive will store information about 
a game that a user is currently playing 
in addition to saved game data. It will 
also house game updates and patches 
the user has downloaded from the Web. 
However, during outright gaming, 
Xbox will store data in the UMA (Upper 
Memory Area) portion of its RAM that 
the CPU, the GPU, and the DVD can all 
access without needing to copy infor- 
mation to the hard drive. 

Since Xbox will not save games to the 
hard drive, it will read them directly 
from the disc in the DVD drive. The user 
will insert the DVD game, the system 
will initialize it, and the game will begin 
almost instantly. In addition, the Xbox team 

will incorporate an 8MB flash memory 

chip to store data. 

Xbox will have an Ethernet jack for 
an Internet connection, as well. This 
will enable users to retrieve updates 

' to software programs, download trial 

versions of games, and hook up mul- 
tiple gaming consoles to the same 
game. Users will be able to play a 
game with other people who are 
using separate consoles. “This is 
something that all of these [gamers] 
know they’re going to do at some 
point,” Bachus says. 

In addition, Xbox will have four 
game controller USB ports.on the front 
of the box and a USB expansion port 
on the back. The rear USB port will 
probably see most of its use as a mouse 


Tila php peep Sal aust a deabe ie a 
Spring any trap and the balls fly madly through the air. 


T compete with the 
other consoles, Xbox 
needs more than a smart 
hard disk and a fast proces- 
sor. It must offer excellent 
games. Dozens of software 
companies have either 
begun creating games for 
Xbox or shown interest in 
doing so. Xbox’s PC simi- 
larities make it a great 
opportunity for PC game 
makers to jump into the 
console market, but veteran 
gaming console software 


manufacturers look inter- market an Xbox version 

ested, as well. Xbox’s of Doom. 

Director of Third Party, e Konami has designated 

Kevin Bachus, hopes to an Xbox team to develop 

have approximately 20 to gaming titles. 

25 games for Xbox avail- e Microsoft will contribute 

able by the console’s 30% of Xbox software 

launch. itself, including versions 

of its sports games. 

e Black Cactus is working œ Totally Games is making 
on Xbox games. an Xbox fantasy game. 

¢ Funcom is developing e Ubi Soft is perfecting 
games for Xbox and not a new Rayman for 
PlayStation2. Xbox. [] 


e id Software hopes to 


or keyboard connection. An audio/video out- 
put connector will carry signals for a computer, 
a television, or an HDTV. 

Unlike the PlayStation2, Xbox will not have 
a digital-video port to support digital cam- 
corders or cameras. This may or may not 
prove to be a problem, depending on how 
much consumers want this feature. 


E Ready, Set, Launch. Microsoft has 
scheduled Xbox to hit the shelves in the fall of 
2001, but the odds are a little against them. It 
will be tough for Microsoft to create a new OS 
that quickly, and the graphics chip will be 
more complex than anything NVIDIA has 
made before. However, NVIDIA has been very 
timely in rolling out their current chipsets, so 
these potential difficulties may be ironed out 
in good time. 

To make the launch date, Microsoft will 
have to create a beta version for testing by 
early 2001 in order to let software developers 
fine-tune their programs and permit Xbox 
gurus to search for glitches. Bachus does not 
know what the price tag will be on launch, but 
he says it will be competitive to other consoles 
on the market at that time. 

Ultimately, what makes Xbox successful will 
be the caliber and uniqueness of the games 
released. As the new kid on the block going up 
against the Sony PlayStation, Microsoft has its 
work cut out. But they’re not taking things 
easy. Microsoft has already announced that the 
Xbox launch will be its biggest ever. It expects 
to spend more than $500 million to promote the 
launch; this exceeds even the massive 
Windows 95 launch a half decade earlier. 
Microsoft has set its goals high, and it plans to 
bea serious contender. 


by Michelle Nelson 
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The Big Six 


Profiling The Biggest 
Console Developers 


SOME OF THE BIGGEST NAMES in software development are creating 
games for many platforms, including the PC, PlayStation, Nintendo 
N64, Sega Dreamcast, Game Boy Color, and the new breed of con- 
soles due to hit the streets in the next year or two: the PlayStation2, 
Nintendo’s Dolphin, and Microsoft Xbox. The new consoles 
promise as great a leap ahead as the PlayStation and N64 did when 
they were released to the world a few years ago. 

We'll look at six of the big developers of the console platforms. 
We hope to give you an insight into what made them the compa- 
nies they are today, what they have to offer now, and what they are 
developing to keep us amused in the near future. Most are keeping 
tight-lipped about future development, especially Microsoft on its 
Xbox and Nintendo’s Dolphin, which are a little further along in 
development than the PlayStation2. We think you'll agree, there's a 
lot happening for gamers to get excited about. 


Acclaim 


ince 1987, Acclaim has been developing 
and publishing software for all of the 
major platforms. Based in Glen Cove, N.Y., the 
company has offices in London, England; 
Munich, Germany; Paris, France; Tokyo, Japan; 
and Toronto, Canada. The company’s co- 
founders, Gregory Fischbach and James 
Scoropski, worked together at ActiVision 
before joining forces to create Acclaim. 
Acclaim is involved in six gaming areas, 
with definite branding of products: Acclaim 
Sports produces titles such as NFL Quarterback 
Club, All-Star Baseball, and Jeremy McGrath 
Supercross; Acclaim Max Sports is the extreme 
sports version, with Dave Mirra Freestyle BMX 
and McGrath vs. Pastrana; Club Acclaim is 
aimed at a younger audience and produces the 


Mary Kate & Ashley games and Bust-A-Move, 


Company: Acclaim Entertainment 
Platforms: PS, DC, GBC, N64 PC, PS2 
Best-known game: All Star Baseball 


Watch out for: Turok 3, Ferrari 360, 
next-gen games 


URL: http:/Avww.acclaim.com 
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a puzzle game series; Acclaim Racing 
produces the new Ferrari 360 game; 
Acclaim Action is responsible for Turok, 
Fur Fighters, ShadowMan, and the South 
Park games; and Acclaim Ring Sports 
produces boxing and wrestling games, 
such as HBO Boxing and ECW. 

Sports games, as Electronic Arts dis- 
covered, are a major source of revenue 
for console developers. Acclaim Sports 
built a reputation for taking sports, 
such as baseball, football, and basket- 
ball and turning them into very 
playable video games. All-Star Baseball 
2001, NFL QB Club 2001, and NBA Jam 
2000 are all best sellers 

Acclaim’s action division offers a 
diverse range. From RC Revenge for 


the PlayStation to Fur Fighters for the Don’t let the Furball’s cute demeanor fool you. 


Dreamcast, there is almost certainly 
something to match your interest and give 
you a break from the reruns on television. 
When Acclaim launched Turok: Dinosaur 
Hunter on N64 and converted it for the PC, it 
raised the bar for video games. Using the new 
(at the time) graphics accelerator cards from 
nVIDIA or 3dfx, the technical advancements in 
Turok: Dinosaur Hunter made other games 
pale in comparison. Console players were get- 
ting used to the quality of graphics, especially 
owners of an N64, but the PC was in its infan- 
cy in handling high-end graphics. This game, 


among others, is responsible for the current 
use of high-end graphics accelerator cards that 
have PC owners spending in excess of $300 for 
the latest cards, which is more than the cost of 


a complete console. 


Although specific information was not 
available at press time, Acclaim public-rela- 
tions specialist, Laura Heeb said, “We are cur- 
rently developing [software] for all next- gen- 
eration systems and will release All-Star 
Baseball 2002, Ferrari 360, and two other titles 
shortly after the launch of PlayStation2.” 


$ 


Capcom 


A nother well-known name in the field of 
arcade games, as well as computer and 
video games, is Capcom. This giant has been 
around since 1979 and boasts offices in Tokyo 
and Osaka, Japan; Sunnyvale, Calif.; London, 
England; and Hong Kong, China. Recently, 
Capcom has duplicated Sega’s success by 


opening the Nickel City and Yellow Brick - 


Road arcades across the United States. » 

Capcom created what is probably the 
best-known title in computer games: Street 
Fighter. This arcade game has been successfully 
converted to just about every console and 
computer format over the years. So far, the 
entire line of 16-bit Street Fighter games have 
sold more than 7 million copies. The Kung-Fu 
phenomenon spawned a movie, as well 
as several other products, including cloth- 
ing, books, home 
video, and action 
toys. It all start-ed 
back in 1987 and is 
showing no sign 
of dying out. At 
least one version 
of Street Fighter is 
available for every 
console except the 
N64. 

Mega Man was 
unleashed in 1987. Mega Man is such a popu- 
lar character that Capcom adopted him as its 
official mascot. More than a dozen games bear 
his name, and he has a cartoon series and a 
number of consumer product “endorsements.” 
The latest installment, Mega Man X, is due this 
fall for the Game Boy Color (also compatible 
with the original Game Boy), extending the 
appeal from the PlayStation, which is currently 
the main platform for the games. 


EJee) 


i. — 


Company: Capcom 


_ Platforms: PS, DC, GBC, N64 PC, PS2, 
Dolphin 


Best-known game: Final Fantasy series 


Watch out for: The Bouncer (PS2), 
Driving Emotion Type-S (PS2), next-gen- 
eration console games 


URL: http:/Avwww.capcom.com 


The Hulk is more than a big, green icon. 


Another highly acclaimed series of games 
has kept Capcom afloat in the fickle world of 
video games. First seen in 1996, Resident Evil 
is now in its third installment and is as big of 
a draw for more mature audiences as Street 
Fighter was for the younger gamers. This 
franchise alone is worth more than $200 mil- 
lion worldwide. If you're into getting chased 
by man-eating dinosaurs, then the new Dino 
Crisis, from the designer of the Resident Evil 
series, is the latest installment. It'll capture 


your imagination (and your 
dollars). It features all new 
characters, large 3-D environments, and a 
story line that’s full of suspense. 

The Breath of Fire series enters its fourth 
chapter with the release of the latest install- 
ment, appropriately entitled Breath of Fire IV 
for the PlayStation. This RPG features the 
adventures of Ryu, a dragon boy seeking to 
find out about his ancestry. He’s assisted by 
strange inner powers and a string of friends 
and acquaintances. Will he find out about his 
history and the mystical dragon Clan? Playing 
the game is the only way to find out. 

A franchise involving’ the Marvel comics’ 
characters is hot property at the moment, and 
matching these well-established super-heroes 
with the Capcom gang is a natural progression 
for the Street Fighter games. Marvel vs. 
Capcom is one of two games (Marvel vs. 
Capcom I and II) for the Sega Dreamcast that 
see icons such as the Hulk. Spiderman and 
Wolverine are pitted against heroes such as 
Street Fighter’s Ryu and Chun-Li and even 
Mega Man himself. Marvel vs. Capcom is 


available for the PlayStation, along with anoth- 
er game, bearing the longer title: Marvel Super 
Heroes vs. Street Fighter. 

Look for more of the same from Capcom in 
the future. The Resident Evil series has several 
new installments on 
the horizon, includ- 
ing Resident Evil: 
Zero for the N64 
and Resident Evil: 
Survivor for the 
Sega Dreamcast. 
Games for the next- 
gen consoles are 
bound to include 
Street Fighter ele- 
ments and Marvel 
characters. 


Prepare yourself for 
another nightmarish 
adventure in Resident 
Evil Survivor. 


Xbox 


hen Microsoft does something, you 

can bet it'll be big, and Xbox is no 
exception. Although the Xbox isn’t avail- 
able until the fall of 2001, there is already 
a buzz about its entrance into the con- ` 
sole market. (For more information about 
the Xbox, see the “ X Marks The Box” 
article in this issue.) 


Guide Series / PC Gaming 45 


Electronic 
Arts 


he two divisions of EA (Electronic Arts) 

make up a huge, $1.4 billion company that 
is probably the largest developer, publisher, 
and distributor of software for the PC and con- 
sole games market. The company has been 
producing top quality computer and console 
games since 1982. 

Developing primarily for the PC, N64 and 
PlayStation, EA acts as a distributor for 
studios, such as Maxis (Sim City, Sim Theme 
Park, The Sims, and others), Bullfrog 
(Dungeon Keeper 2, Populous), Origin 
(Privateer, Ultima series), Westwood Studios 
(Command & Conquer, Lands of Lore), Square 


Company: Electronic Arts 


Platforms:PS, DC, GBC, N64, PC, PS2, 
Xbox 


Best-known game: Sim City, The Sims, 
Triple Play, Need For Speed 


Watch out for: Next-gen games for PS2 
and Xbox 


URL: http:/www.ea.com 


Soft (Final Fantasy, Vagrant Story), Jane’s 
(Flight simulations) and, of course, EA itself 
(Need For Speed, Road Rash, Sid Meier’s 
Alpha Centauri). Many of the studios are now 
part of the EA empire, increas- 
ing the marketing power of oth- 
erwise smaller creative outlets. 
With the extra backing for devel- 
opment, an otherwise “good” 
game has the resources to be a 
“great” product. 

EA games generally have an 
attention to detail that is all too 
rarely seen. The sports simula- 
tions are designed to give play- 
ers as much of a feel for the real 
thing as possible, so hold on to 
your mouth guard. For exam- 
ple, the PlayStation and PC rac- 
ing game Formula One 2000 
has all of the tracks featured in 
the F1 schedule, including 
Indianapolis, which is a new 
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track that is not due to be completed until 
just before the September 24 race date. The 
details for the game were taken from the 
actual blueprints, making it very accurate. 
Even the details on the cars themselves are 
accurate right down to the sponsors™ad 
placement. 

The surge of online 
gaming led EA to sign 
a five-year agreement 
with AOL (America 
Online) so the two can 
exclusively provide 
interactive entertain- 
ment on the Internet. 
This instantly makes 
EA games available to 
the 23 million AOL 
members and, it is 
hoped, will make 
EA.com the world’s 
foremost gaming site. 
EA has engaged in an 
intensive recruitment 
program to pull in the 
best developers and 
software engineers to 
meet the challenge. 

EA Sports is respon- 
sible for some of the 
best-selling sports sim- 
ulation titles available, 
including Triple Play 2001 baseball, Madden 
2000 football, F1 2000 racing, FIFA 2000 soccer, 
NBA Live 2000 basketball, Knockout Kings 
2000 boxing, and more, This division of the 
company has built up a huge following, and 
the cry of the trademark “It’s in the game” can 


= 


Lennox Lewis rules in Knockout Kings 2000. 


007.2acom 


be heard on many sports fans’ consoles and 
computers. 

One of the most popular games from 
EA’s Maxis studio is the PC “god” game, The 
Sims, which has sold more than 1 million 
copies all over the world. In this simulation of 
a family, you can con- 
trol the characters’ 
every mood and action 
from taking a shower 
to getting a job to mak- 
ing out with a part- 
ner. By making them 
happy, you increase 
their earning potential, 
have kids, move to 
better neighborhoods, 
and generally improve 
their lifestyles. 

Shogun: Total War 
is another game that’s 
replete with detail. 
This war simulation 
is set in the 16th cen- 
tury, and you take 
the role of a Japanese 
General, leading one 
of seven clans. The 
aim is to become the 
most powerful and 
attain the rank of 
Shogun, the most pow- 
erful of warlords. Both The Sims and Shogun: 
Total War are available for only the PC at 
press time. 

James Bond 007 makes a second appear- 
ance for EA, proving that The World Is Not 
Enough. Following Tomorrow Never Dies for 
the PlayStation, The World Is 
Not Enough will be available 
for PlayStation once again, 
as well as for the N64 and 
PlayStation2. 

A new concept in PC “god” 
games is Black & White, in 
which you can create a world 
and try to become the world’s 
supreme deity by destroying 
other gods. Whether the world 
you create is good or evil is 
entirely up to you. You can also 
use powerful spells to shape 
and battle your way through 
the game’s rich storyline. 


ue 


u back. 


See the James Bond Web site for information on The World Is Not Enough. 


onami was founded in Osaka, Japan in 

1969 as an amusement machine manufac- 
turer. Its tradition has continued with arcade 
machines, such as Dark Silhouette Silent 
Scope II, Guitar Freaks, and Fisherman’s Bait. 
In 30 years, it has expanded to a multinational 
corporation with over 2,000 employees the 
world over. In 1982, Konami opened a U.S. 
office in Los Angeles, Calif., and moved to 
Chicago, Ill., in 1984. However, it recently 
opened a new office in Silicon Valley to serve 
the needs of the gaming community. The com- 
pany has extended into the home market 
with titles such as Metal Gear Solid, Silent 
Hill, Castlevania, MLS Game Night, and 
Nightmare Creatures. 

Metal Gear Solid debuted in 1998 to wide 
acclaim, leading to the release of Metal Gear 
Solid 2: Sons of Liberty, slated for release 
in fall 2001 for the PlayStation2. The original, 


Company: Konami 


Platforms: PS, DC, GBC, N64, PC, PS2, 
Dolphin 


Best-known game: Metal Gear series 


Watch out for: Metal Gear Solid 2, 
Gradius Ill and IV, Grinch. 


URL: http:/Avww.konami.com 


now released in a special edition called MGS: 
VR Missions, features over 300 train- 
ing missions, a range of weaponry, and 
increasingly complex puzzles. The only con- 
sole to benefit from the Metal Gear series is 
the PlayStation—up until recently. Metal 
Gear Solid 2 is being developed for the 
PlayStation2, and the game is being ported to 
the PC very soon. 

The partnership with UIS (Universal 
Interactive Studios) is sure to bring increasing 
interest in the Konami brand name. UIS is 
responsible for titles such as Crash Bandicoot 
and Spyro The Dragon, two very successful 
games for the PlayStation. With titles such as 


KONAMI.COM 


Grinch (based on the upcoming 
movie “How The Grinch Stole 
Christmas,” starring Jim Carrey; 
PS, DC, PC, GBC), The Mummy 
(PS, DC, PC, GBC), Nightmare 
Creatures II (PS, DC), Woody 
Woodpecker Racing (PS, PC, 
GBC), and Monster Force (PC, 
PS, GBC), Konami is set to con- 
tinue as a console gaming force 
in the future. Also, games devel- 
oped for the new consoles, 
including PlayStation2 (PS2), are 
set to bring the arcade into the 
home with the Microsoft's Ages 
of Empires 2: The Age of Kings 
(PS2, DC) and the hugely suc- 
cessful arcade games Gradius MI 
and IV (PS2). You'll find the lat- 
ter on one CD. 

Another of Konami's success- 
ful new alliances is with ESPN, 
creating a range of sports 
games, such as MLS Game 
Night Soccer, Baseball Tonight, 
and NBA 2 Night. These games 
feature high-quality animation 
and plenty of gameplay. In fact, 
Baseball Tonight even has the ESPN score 
box in the upper left corner of the screen. 
NBA 2 Night and a new game, X-Games: 
Snow-boarding, are currently being prepared 
for release on the PlayStation2. The Konami 
brand also offers sports games, covering 
track and field, motocross, bass fishing, hock- 
ey, and basketball. ; 

If you like your action dark, with plenty of 


blood and gore, then Nightmare Creatures II 


has it all. Set 100 years after the first game to 
bear this name, Nightmare Creatures II takes 
you on a journey through 30 game sectors in 
eight worlds, including Paris and London. 
You'll come face-to-face with more than 20 
monsters. The game features a soundtrack by 
Rob Zombie and plenty of spine-tingling, 
maniacal laughter. 

Another arcade classic to make the move 
to console is the hugely successful Silent 
Scope, soon to be available for 
PlayStation2 and Dreamcast. 
In the game, you're an anti- 
terrorist marksman with the 
job of rescuing the president's 


It rains in video games, too, as in this Metal Gear Solid 2 shot. 


Beware of the creatures of Castlevania. 


daughter. You must complete your objectives 
without harming innocent bystanders or 
hostages. Konami claims you can play the 
game without a light gun, which is attached 
to the arcade version of the game. The control 
system mimics the arcade controls. 
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Nintendo 


ith names like Mario, Donkey Kong, 
Legend of Zelda, and Pokémon in the 
lineup, Nintendo probably needs no intro- 
duction as a major force in games develop- 
ment. However, the company is also the old- 
est in the business, having started as a play- 
‘ing card manufacturer in 1889. The great- 
grandfather of the current president, a man 
by the name of Fusajiro Yamauchi, started 
making “Hanafuda,” Japanese playing cards 
in Kyoto, Japan. 

In 1953, the company began mass-produc- 
ing plastic playing cards, and it began printing 
the likenesses of Walt Disney characters on the 
cards in 1959. This opened a new market for 


Crunch and rumble with the NFL Quarterback Club. 


children. Nintendo added. games to produc- 
tion in 1963 and sold its first electronic games 
in 1970. Three years later, Nintendo's laser clay 
shooting system succeeded bowling as a major 
pastime in Japan. 
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Throughout the 1970s, it 
developed home electronic 
games, and in 1980, Nintendo 
introduced its Game & Watch 
product line. Donkey Kong, 
one of the most successful 
arcade games in history, was 
released as a coin operated 
arcade game in 1981, and it 
went on to become the best- 
selling individual game in 
the business. The NES (Nintendo Entertain- 
ment System) was introduced in America in 
1985 and included the games Duck Hunt and 
Super Mario Brothers, launching the careers 
of two insignificant plumbers. 

For six years, the NES maintained a strong 
hold on the market, and adding a handheld 
game system, the Game Boy in 1989, further 
strengthened Nintendo’s market position. 
The next level, the SNES (Super NES) was 
launched in 1991, augmented two years later 
with the Super FX chip. The SNES was 
placed into the history books with the release 
of the N64 console in 1996. Bucking opposi- 
tion with cartridges instead of CDs, the sys- 
tem is still doing very well in the market- 
place today. 

Two years ago, Nintendo introduced the 
Game Boy Color, along with a camera pack 
and a printer. Pokémon, now a phenomenon 
all its own, was first unleashed on the Game 
Boy Color. 

Using Matsushita’s DVD technology 
and an IBM Gekko processor, the next 
in line to battle for “King of the 
Consoles” is codenamed Dolphin. No 
doubt Mario, Donkey Kong, and 
Pokémon will appear on the new 
console, as well. 

Throughout its history, Nintendo 
has managed to keep the one element 
that’s missing from a number of games 
available today: playability. And the 
games look good. That means that you 
want to return to them and play them 
again and again, a lesson that some 
developers need to learn. 

The mainstay for the Nintendo range is the 
Mario brand. The character and his friends 
and relatives have been seen in every gaming 
system from the NES to the present, and each 
one has been playable and exciting. The orig- 


inal Super Mario World was a 2-D platform 
game that even spawned a movie, starring 
Bob Hoskins as the venerable plumber. Mario 
Cart is a split-screen, multiplayer racing 
game with memorable characters and 
comedic situations that set it apart from any 
other. Newer games in the series include 
Mario Golf, with the ability to distract your 
opponent while he’s trying to play, and 
Mario Tennis, featuring characters such as 
Shy Guy and Donkey Kong Jr. 

Majora’s Mask is the latest in the Legend of 
Zelda series, which has proven to be almost as 
popular as Mario. The latest RPG adventure 
has the main character, Link, reliving the same 
three days in time and solving puzzles along 
the way. 

Paper Mario is due for release Dec. 26, 
2000 and features a familiar cast of characters 
in a new environment; all of the people are 
paper-thin. With a rich story line, complex 
puzzles, and turn-based attacks, Paper Mario 
looks to continue in the tradition of highly 
playable games for the N64. 

Much of the development for the new 
Dolphin console was under wraps at press 
time, but if history is going to repeat itself, 
and plenty of gamers believe that it will, you 
can expect something special from the ex- 
playing card company. 


Company: Nintendo 
Platforms: All Nintendo platforms 
Best-known game: Super Mario 64 


Watch out for: The Legend Of Zelda: 
Majora’s Mask 
URL: http:/Avww.nintendo.com 


Square Soft 


relative newcomer to the business, Square 

Company Limited started in Japan in 1986 
and has become one of the largest, due to the 
hugely successful and lucrative Final Fantasy 
series for the PC and PlayStation platforms. 
The first in the series was released in 1987 and 
falls in the category of RPG. So far, there have 
been eight titles in the series, and the latest, 
Final Fantasy VIII, was released in fall 1999 
and has sold more than 6.1 million copies to 
date, according to Square Soft. 

Apart from the Final Fantasy series, Square 
has produced a number of highly successful 
and well-received games for the PlayStation, 
such as SaGa Frontier and Legend of Mana, 
which have both sold more than a million 
copies to date. Parasite Eve was “recognized as 
the most cinematically advanced video game 
in the industry,” says Square, and Chrono 
Trigger incorporates time travel and multiple 
endings all in one game. The last two games 
both have sequels in production, due out soon. 

Square Soft is the North American operation 
of Square, and it was formed in 1989. The 
operation is based in Costa Mesa, Calif., with 
studios in Honolulu, Hawaii. Two joint ven- 
ture companies were added to the lineup in 
1998, one in Japan and one in North America. 
Square Electronic Arts, also located in Costa 
Mesa, Calif., has the exclusive publishing 
rights in North America to all interactive titles 
published by Square, and a similar company 
does the same for Japan. Square added a 


Company: Square Soft 
Platforms: PS, PS2, PC 
Best-known game: Final Fantasy series 


Watch out for: The Bouncer, Driving 
_ Emotion Type-S, next-gen console 
games 


URL: http:/Avww.squaresoft.com 


European operation in late 1998, based in 
London, England, with exclusive rights in 
Europe and other countries employing the 
PAL (Phase Alternating Line) television for- 
mat. The United States uses the NTSC 
(National Television Systems Committee) for- 
mat, and France and others use SECAM (a 


French acronym for Sequential 
Color with Memory). 

Recognizing the importance 
of the Internet as an entertain- 
ment medium, Square an- 
nounced in early 2000 that it is 
planning a “comprehensive 
network entertainment and 
community service, which will 
supply online games, e-distrib- 
ution, and e-commerce ser- 
vices.” Play Online is due to 
launch next year, and the next 
installment in the saga, Final 
Fantasy IX, will be the first 
online Square Soft RPG. 

Also due in 2001 is a motion 
picture based on Final Fantasy. 
This CG-rich (Computer Graphics) movie 
features the voices of Hollywood stars, includ- 
ing Alec Baldwin, James Woods, Donald 
Sutherland, Ving Rhames, and Steve Buscemi. 


See quality programming in Final Fantasy VIII. 


E Anything But Square Games. 


The aforementioned Final Fantasy series of 


- role-playing adventures has given Square a 


strong position in the market, and develop- 
ment is continuing in the studios in Hawaii. 
(It’s a hard life!) Recent announcements of 
new games for the PlayStation 
include Vagrant Story, Legend of 
Mana, Threads of Fate, Chrono 
Cross, Parasite Eve 2, and Final 
Fantasy IX. 

Vagrant Story is an action RPG, 
which is set in a medieval world. 
You take on the role of a knight 
who is trying to find out who 
committed the murder of which 
he stands accused. It features a 
unique weapon system in which 
you can create your own arma- 
ments from various pieces of 
weaponry you find throughout 
the game. 


An early shot from Final Fantasy IX gives you a sneak preview. 


Trains make great fighting “platforms” in The Bouncer. 


Legends of Mana is another RPG, this time set 
in a watercolor 2-D world of fairies, magic, and 
wizards. By way of contrast, Threads of Fate has 
a deep plot featuring thrilling action and puzzle 
elements as you race through eight levels using 
your special powers to gain possession of the 
Dew Crystal. This artifact has the power to 
reshape reality, and to get it, you can choose to 
be one of two characters with different abilities. 

Along with the range of new games for the 
PlayStation, Square is also working on new 
games for the PlayStation2. The Bouncer is 
scheduled to ship in late 2000, and Driving 
Emotion Type-S will be available in 2001. The 
first is a multiplayer fight game with interac- 
tive details, such as chairs, tables, and debris, 
and battles can take place with as many as 10 
fighters at the same time. Driving Emotion 
Type-S takes racing games a step closer to the 
real thing with every detail increasing the 
driving experience. 


by Tony Kaye 
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Action 


GAME PREVIEWS 


Command & Conquer: Renegade 


he Command & Conquer 

series has developed an 
enormous real-time strategy 
fan base over the years, so it 
was only a matter of time be- 
fore the series spilled out in 
to other genres. Command & 
Conquer: Renegade is a com- 
bination first-person and 
first-person shooter set in the 
Command And Conquer 


“Availability: Spring 2001 
Westwood Studios 
http:/www.westwood.com — 


Mafia 


V shows such as“The 

Sopranos” and movies 
such as “The Godfather” are 
so popular that it’s amazing 
there aren’t more comput- 
er games based on a mafia 
theme. Developer Illusion 
Softworks hopes to change 
all that with the release of 
Mafia. The company behind 
the popular World War II 
game Hidden & Dangerous 
is turning their attention to 
the gangster wars and speak- 
easies of the 1930s, and 
they've created a fictional 3- 
D city based on a combina- 
tion of the New York and 
Chicago of the period to set 
the scene for a first-person 
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universe, in which players as- 
sume the role of the notorious 
GDI commando, Havoc. 


While larger battles rage all - 


around, it’s the player’s re- 
sponsibility to sneak or shoot 
their way into key structures 
to accomplish a variety of 
mission objectives. 
Commandos are known 
for their ability to single- 
handedly fight 
‘their way through 
an entire Com- 
mand And Con- 
quer mission, and 
in Renegade, they 
should be even 
more deadly. As 
Havoc fights his 
way through the 
game’s over-the- 
top cartoonlike 
environments, 
he'll be able to 
wield a variety of 
powerful wea- 
pons and take the 
controls of many 


action game steeped in 
history. 

The single-player compo- 
nent consists of 20 missions 
focusing on the player's as- 
cent through the ranks of the 
fictional Salieri crime family. 
Players will be able to carry 
out hits, serve as body- 
guards, drive getaway vehi- 
cles, and perform other 
actions gangsters are infa- 
mous for. So far the game 
contains more than 60 types 
of vehicles that can be com- 
mandeered and driven, and 
Illusion Soft-works is 
promising gamers that the 
vehicle physics will be on 
par with those found in the 
typical dedicated driving 
simulation. 


familiar C&C vehicles, from 


the earth-skimming Orca air- 


craft to the earth-crushing 
Medium Tank. Of course, 
Havoc also has his trademark 


` sniper rifle with which to 


reach out and touch some 
Nod, and his skill with demo- 
lition charges will factor into 
many of the missions. 

The still shots and movies 
we've seen look terrific, with 
all the elements of the tradi- 
tional top-down strategy 
games realized in glorious 3- 
D. For the first time ever, 
players will get to see what 
the interiors of all those 
structures they built look 
like. Renegade is slated to 
hit the shelves sometime in 
the first half of 2001. For 
more on C&C: Renegade, be 
sure to visit the game’s 
home page at http://www 
.westwood.com/games/cc 
universe/renegade. 


by Tracy Baker 


The game would have 
been out sooner, but 
the development team 
switched game engines, 
and the release date was 
extended. The upshot of 
this is that the game 
world is looking much 
better, with detailed char- 
acter models and gritty- 
looking rows of buildings 
that are convincing inside 
and out. 


by Tracy Baker 


Strategy . 


Republic: 


The Revolution 


R epublic: The Revolution could become a rev- 
olution. Of course, the word “revolution” in 
the name refers to the gameplay, which revolves 
around usurping the leader of the Republic of 
Novistrana and establishing yourself (and your 


faction) as the new political powerhouse. 


We've seen this type of game before, but 
never one so ambitious. Designer Demis 
Hassabis promises to populate this world with 
over 1 million virtual citizens, each with their 
own unique goals, beliefs, and loyalties. On the 


. political side there are thousands of factions 


planned, each with its own agenda, with up to 
16 appearing in any one campaign. It sounds 
like a more complex version of SimCity, but the 
twist here is that Hassabis plans to model every 


"_ person, car, and building in the game in full 3-D. 


The Totality Engine designed to allow for all 
of these objects at once is the real revolution 


-here. The pictures we've seen from early builds 


of Republic are nothing short of amazing, de- 
picting thousands of buildings on the screen at 
once, each comprised of millions of polygons. 
This level of detail makes it possible to seam- 
lessly swoop from an aerial view of an entire 
city to a close-up look at an individual leaf on a 
tree. It’s simply mind-boggling, considering the 
entire world of Novistrana is sprawled across 
the virtual equivalent of 2,000 square kilometers. 
- Hassabis has proven his engine is capable of 
tremendous graphical feats, but it remains to be 
seen if it’s possible to individually track millions 
of people. The computing power to handle all the 
planned features sounds overwhelming, but con- 
sidering that the developer has already done the 
impossible with the graphics engine, we 
wouldn't put anything past the company. 


by Tracy Baker 


Adventure & RPG 
5 
Dungeon Siege 


Bees are two good reasons to get ex- 
cited about Dungeon Siege, the in- 
augural title from Gas Powered Games. 
First, Microsoft is providing funding 
for the publishing, distribution, and 
marketing of the upcoming fantasy 


RPG, and Microsoft usually doesn’t put 


its money behind losers. 

Second, Gas Powered Games is a 
software-development company found- 
ed by Chris Taylor. Taylor is respon- 
sible for the creation of several popular 
gaming titles released in the past 11 
years, including Hardball II, Triple Play 
Baseball, and Total Annihilation. He 
claims Dungeon Siege will be bigger 
than all of those. Based on what we 
‘know about the game so 


dissolves so you don’t miss a beat of the 
action. The continuous world won't af- 
fect your ability to customize the land- 
scape and characters, either. Dungeon 
Siege will include the proprietary Siege 
Editor for players who want to re-create 
the world to their own liking. 

You can expect Dungeon Siege to hit 
shelves in the summer of 2001 at an esti- 
mated retail price of $55. A download- 
able trial version of the game should 
become available at the Dungeon Siege 
Web site (http://www.microsoft.com 
/games/dungeonsiege) as the release 
date draws closer. 


by Jeff Dodd 


far, it should be. 

In Dungeon Siege, you 
take the part of a hero who 
must figure out why in- 
vading armies of monsters 
have focused their atten- 
tion on the as-yet-un- 
named world in which the 
game takes place. Along 
the way, your character 
develops various skills 
and joins forces with as 
many as nine NPCs (non- 
player characters). Skill de- 
velopment is dynamic, 
which means each charac- 
ter’s proficiency in a par- 


| Availability: Winter 2001 
Bethesda Softworks 
| http:/www.morrowind.com 


"four years is a long time to wait 


Availability: Summer 2001 
Microsoft 
http://www. microsoft.com/games 


| _ 
Morrowind 
called The Elder Scrolls 3 (TES3) 


-tion Set will let players define at- 
tributes for practically everything 
that exists within Vvardenfell, in- 
cluding monsters, weapons, spells, 


_and even inanimate objects. _ 
} for anything, much less a com- We also know Vvardenfell is 
uter game. But that’s how long smaller than the world in Dagger- 


Construction Set. TES3 Construc- © 


ticular skill depends on 
how often the character 
uses it. Moreover, you con- 
trol the skill development 
of all the members in your 
party, including the NPCs. 

The action of Dungeon 
Siege takes places in a 
continuous 3-D world. 
That means the action 
never stops for a scene 
change, and your char- 
acter or party always re- 
mains in view from an 
aerial perspective. For ex- 
ample, when you walk 
into a building, the roof 


 . gamers have waited for Elder 
Scrolls II: Morrowind. This long- 
_ expected sequel to Daggerfall is 

_ a single-player, nonlinear, Tole 
-playing adventure set in the = 
land world of Vvardenfell. 


nesda Softworks i is conspicu- 


fall. Most sources estimate Vvar- 


denfell will have approximately 30 


- cities. ‘This allows developers to 
-focus on quality instead of quan- 
tity as they build the game. Asa 
result, every dungeon i is unique 
and characters are complex beings — 
ith distinct traits. Adding to the 

tail are real-time shadowing; 


skeletal- based animation, includ- 


ing lip and eyelid movement; an 
a eather system that in- 


iiini eruptions; and high polygon 


ich is sided shapes that comprise a 3-D 


counts (the number of tiny multi- 


sh storms and volcano 


Elder Scrolls Ill: 


computer image) that will push 

the best graphics cards to the limit. 
_ The remaining known facts — 
about Morrowind are sketchy. We 

know a little about the plot (an out- - 
sider gets involved in a conflict be- 
tween two ruling clans), and we 
know the game features dozens, if 
not hundreds, of quests. Morro- 


wind is played from the. first- 


person perspective, character 
dialog is limited, and vampirism 
and lycanthropy are part of the fun. 
Morrowind is expected for re- 


~ lease in late 2001. At this point, the 


system requirements are unknown, - 


but Bethesda Softworks says 
Morrowind will require a high- 
end 3-D accelerator, such as the — 


Creative Labs 3D Blaster Annihi- 


lator 2 or the = 3D eee 
HGTS. oF — 


by Jef Dodd 
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Flight Simulator 


FLY! 2001 


LY! 2001 is the sequel to the general avia- 
tion simulation FLY!. Developed by 
Terminal Reality and produced by Gathering 
Of Developers, FLY! 2001 (which at this point 
is also known as FLY! II) will improve upon 
several of FLY!’s top features. 
“The biggest area we are focusing on for 


FLY! 2001 is improving all visual effects,” says. 


FLY! 2001 producer Richard Harvey. “In the 
original version of FLY!, you could visit five 
major cities in the U.S., and once you were in 
those cities, the visuals were great. But when 
you were outside the cities, they weren't so 
great. We're going to change all that.” 
Terminal Reality is presently planning to 
develop simulations of nearly 30 American 
and international cities for FLY! 2001. The 
number of cities that actually appear in 
the game, however, will depend on how much 
space they take up on the CD-ROM. FLY! 2001 
will also feature new and expanded 3-D 
models and aircraft, new elevation scenes, 
and higher-resolution images throughout the 


simulation. Other new features 
planned for FLY! 2001 include a 
worldwide digital elevation ter- 
rain model, true satellite terrain 
imagery, and ultrarealistic 
cockpit and avionics systems 
that are detailed to each air- 
craft's original configuration. 

Terminal Reality may also 
add missions or goal-oriented 
adventures to FLY! 2001. “For 
people who enjoy flying or enjoy 
planes, FLY! is very cool as it 
stands,” Harvey says. “But many 
gamers also enjoy a challenge. 
We're looking at adding some goal-oriented mis- 
sions for pilots who want to test their skills.” 

For those who enjoy flight simulators, the 
release of FLY! 2001 will be significant because 
fewer and fewer flight sims are being devel- 
oped anymore. These games are very expen- 
sive to make, and only Microsoft (with its 
Flight Simulator) and Terminal Reality still 


Availability: Spring 2001 
Gathering Of Developers 
http://www.godgames.com 


produce them. Of the two, many users say 
FLY! has the more detailed and realistic graph- 
ics. In fact, military personnel and commercial 
airlines have contacted Terminal Reality about 
using the company’s simulators to train pilots. 
Now that’s reality. 


by Justine K. Brown 


Sci-Fi Sim 


Freelancer 


hris ‘Roberts formed Digital 
Anvil a few years ago after 
_ leaving Origin Systems where 
he created the Wing Command- 
er and Privateer series of games. 
Recently, Digital Anvil released 
StarLancer and now 
is hard at work on 
Freelancer (http:// 
www.microsoft.com 
/games/freelanc 
er), which is the fol- 
low-up game based in 
the same universe as 
StarLancer. 

Freelancer stands 
out as one of the more — 
interesting sci-fi games 
due out next year. 
The premise features 
our solar system in _ 
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post-war ruins as mankind 


enters the 30th century. Four 
factions have begun their inde- 
pendent journey to conquer and 
control the space around us. 
Your in-game character will take 


Availability: Summer 2001 
Microsoft 
http:/-www.microsoft.com/games 


on the role of a trader with com- 


plete control of his destiny. 


For those gamers who re- 
member the classic game Elite, 
which pioneered the free-form 
open universe trading concept, 
Freelancer should be the step 
that surpasses would-be follow- 
ups such as Origin’s Privateer 
game and Southpeak Inter- 
- active’s X: Beyond 
The Frontier. Not 
only can you trade 
commodities for a 
profit but you also 
will be able to bounty 
hunt, smuggle, take 
on reconnaissance 
| missions, and more. 


_ missions stand a 


| chance of altering the 
open universe in such — 
areas as finance and - 
-by Samit Gupta Choudhuri 


modiis 


The outcomes of these 


The graphical look of the 
game is shaping up well even in 
this early stage. Freelancer fea- 
tures huge capital ships that 
make those in Interplay’s 
Descent: Freespace seem puny 
by comparison. And unlike sim- 
ilar games, when you see a red 
gas cloud in space, it’s not just a 
pretty background. In Free- - 
lancer, you actually fly to and 
enter the red gas cloud. The 
characters all have very realistic 
facial animations, which lends a 
lot of credence to their behav- 
iors and motivations as they 
interact with you. 

Finally, Freelancer may add 
massive multiplayer support 


after the game ships. That fea-- 


ture may make Freelancer the 
EverQuest and Ultima Online of 
sci-fi simulators. 


Action 


alo is one of those rare games that 
a forces even the staunchest skeptics to 
cross their fingers and pray that the 
game turns out to be even half as good as 
everyone hopes. This forthcoming game that 
Bungie Software is developing was announced 
in the summer of 1999 and has been causing a 
buzz ever since. The premise is standard sci- 
ence-fiction fare: Humanity, looking for a little 
elbow room for expansion, finds a strange 
halo-shaped “planet” that is brimming with 
resources. Unfortunately, this slice of paradise 
has also been discovered by a hostile alien 
race, and you can guess what happens next. 
All the anticipation for Halo isn’t unfound- 
ed, as the movies and screen shots released 
thus far have given gamers a glimpse into a 
world unparalleled in detail. Soldiers look and 
move more like real beings than animated 
characters, thanks to inverse kinematics, 
which is a technology that uses motion capture 
to create a virtual skeleton for each character. 


Another aspect of Halo that 
has us drooling is the open- 
ended gameplay. Instead of 
running around on foot or 
choosing to drive (or pilot) a 
vehicle throughout the game, 
players will be free to com- 
mandeer anything they want. 
Although we've already seen 
similar implementations 
in games such as Starsiege: 
Tribes, Halo promises to 
take it to a new extreme. An 
advanced-physics model, 
which affects everything 
down to the pebbles kicked up by fast-moving 
vehicles, governs the entire world, and the sys- 
tem should make driving and flying quite 
a challenge. 

Halo promises a vast single-player cam- 
paign that takes place in a seamless environ- 
ment. Players will assume the role of a recon 
scout sent to gather data about 
the strange new world who 
ends up having to defend the 
place against some tough alien 
opposition that also wants to 
colonize it. 

If things go as planned, 
players will never have to sit 
idle as a level loads. It may 
even be possible to circum- 
scribe the entire ring with 
nary a burble from the hard 
drive. This will be quite a 
feat because Halo’s world is 
packed with objects and 
atmosphere. There are forests, 
waterfalls, flowers, critters, 
and other sights to behold as 
players traverse the rolling 


to constitute much of the 
environment. A complete 
weather system is planned, 
- along with seamless transi- 
tions from the detailed out- 
door environment to equally 
detailed building interiors. 
As is the case with most 
Bungie games, a robust multi- 
player component is planned. 


grass-covered hills that seem ° 


Availability: TBA 
Microsoft/Bungie 
http://www. halo.bungie.com 


This is where the game should truly shine 
because getting the most out of Halo will 
require teamwork. A good example is the 
jeeplike vehicle demonstrated in one of the 
movies, which has a large cannon mounted 
in the back. A single player could drive this 
vehicle, but a gunner in the back would make 
it a much more effective killing machine. 
From the looks of things, all the soldiers will 
be generic yet capable of anything. For 
instance, you won’t‘have to pick a “pilot” 
character to fly the game’s various aircraft 
because anyone can do it. Success in any 
component of the game will therefore be 
based on skill and not enhanced by predeter- 
mined specialties that somehow modify your 
character's stats and equipment. 

If Bungie can pull off the technical wiz- 
ardry required to make Halo play as smooth- 
ly and beautifully as the movies would indi- 
cate, its next biggest challenge will be creat- 
ing interesting things for players to do. 
Halo’s world is such an enormous play- 
ground that mission design will have to be 
something special in order to not feel con- 
trived. We are reminded of NovaLogic’s 
Delta Force games, which presented players 
with vast, detailed environments and then 
frequently confined the action to a small por- 
tion of the map. However, Bungie has yet to 
let players down in this department, so we’re 
certain the designers will come up with 
something out of this world. 


by Tracy Baker 
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Action 


Loose Cannon 


elcome to a new era of policing 

the streets: It’s 2016, crime is out 
of control, and the police are forced to 
subcontract out nasty law-enforce- 
ment missions to even nastier bounty 
hunters like you. You travel across the 
country, dispensing justice on the 
mean streets on foot or from your fa- 
vorite ride. The only restraining hand 
on your weapons, armor, and vehicle 
is your pocketbook. By the way, 
you're getting paid for this. 

Come be a Loose Cannon in a 3-D 
world, courtesy of Digital Anvil and 
Microsoft. You'll feel like an action 
movie stud careening through six dif- 
ferent cities and some of the sur- 


down. Because the game controls are 
simple, you can pay more attention to 
the fully rendered motion and special 
effects on-screen. Digital Anvil is 
spending too much effort on Loose 
Cannon's eye candy to force you to 
hunt and peck for obscure commands 
in the middle of the action. 

Look for Loose Cannon after 
Christmas for Windows 95, Windows 
98, and Windows 2000. With all the ac- 
tion here, it should keep you off the 
streets; after all, there are maniacs out 
there. 


by Marty Sems 


Availability: Winter 2001 
Digital Anvil/Microsoft 
http://www. microsoft. com/games/da/loosecannon 


rounding countryside. 
Of course, it’s no fun to 
be an action movie stud 
without the normal pop- 
ulace reacting to you, 
so watch out for pedes- 
trians, traffic, and fellow 
cops. 

Loose Cannon offers 
your character, Ashe, 
his choice of riveting 
missions as part of a taut 
storyline. You'll defi- 
nitely have your chance 
to get Ashe’s hands dirty 
because you can decide 
to be cooperative with 
the authorities or be a 
violent car thief who is 
more dangerous than 
the criminals you're 
hunting. To survive and 
progress, you'll probably 
have to be a little of 
both. And, when you 
find your regular jobs 
aren't paying the bills, 
you can take on extra 
missions on the side to 
make more money and 
buy cooler hardware. 

Like the best action 
games, Loose Cannon is 
designed to be easy to 
get into and hard to put 
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Availability: TBA 
Gathering Of Developers 
http://www.maxpayne.com 


is wife and kid were killed, 


his cover was blown, and he 
was framed for his boss’ murder. 
Both the police and the criminal 
element are out to get him. Max 
Payne has nothing to lose. 

This is the beginning of what 
promises to be a powerful drama. 
Max Payne is something Scott 
Miller, partner and co-owner of 
Apogee, calls a “deep-action” 
game. Unlike other action titles, 
Max Payne is strongly centered on 


the story, which takes place in 
present-day New York City. 
Through the use of narrative 
and gritty comic-style art be- 
tween chapters, Apogee 
promises plot twists and 
surprises to keep you on your 
toes. 

Besides the involving 
story, Max Payne is set to 
blow you away with cine- 
matic elements never before 
seen in a computer game. 

_ “Max Payne has John Woo- 
style shootings and special 
gun fight moves available to 
the players during shoot-outs,” 
Miller says. “There’s ‘Matrix’- 
style camera angles and slo-mo 
shots during specially triggered 
events and special kills during 
the game. This feature has 
probably gotterthe most atten- 
tion as being the coolest though 
it's still only barely implemented 
in the game so far, and we've 
only revealed the tip of the 


Max Payne 


iceberg of what we plan to do 
with it.” 

You'll also find a plethora of 
realistic weaponry, and the dam- 
age model is true to life. A shot in 
the head will kill an enemy, but it 
also can kill Max. Max Payne is 
technically a third-person game, 
but it plays like a first-person 
game. 

The graphics are extremely real- 
istic, and the game is scalable, © 
making it playable on a variety of 
computers as long as you have a 
3-D accelerator. Max Payne has 
been in development for three 
years, and the release date is still 
not set, but from what we've seen 
so far, Max Payne will definitely 
be worth the wait. The intense 
story, dramatic action, and real- 
istic graphics will raise the bar for 
the entire industry. [Ss] 


by William Van Winkle 


Myst Ill: Exile 


T: third coming of the Myst line comes 
nearly eight years after the original-was re- 
leased. Blazing the trail for a new era of mass 
appeal games, Myst went on to become the 
best-selling computer game of all time, more 
than 7 million units, and set the standard for 
graphics that have followed in the decade 
since. It spawned novels filled with even more 
details of the characters and their worlds, as 
well as Riven: The Sequel to Myst. 

The Miller brothers used Myst to launch 
their own Cyan Studios, but have since parted 
ways, leaving the future of the Myst line in 
question. Publisher Mattel Interactive chose the 
capable Presto Studios to carry on the tradition 
with the third installment. The company, best 
known for its groundbreaking The Journeyman 
Project and the more recent Star Trek: Hidden 


With years of game advance- 
ments since the original, Presto 
is enhancing gameplay features 
while trying to stay consistent 
with the previous titles. Live-ac- 
tion video continues to produce 
a cinematic feel while the su- 
perb graphics are boosted by 
a new 360-degree navigation 
system. Although not com- 
pletely free form, you are able to 
fully explore your surroundings 
at set locations along the story line. Presto 
promises a story and world structure similar to 
Myst while graphically keeping the high stan- 
dard from Riven. 

One welcome addition will be the ability to 
track your goals, letting you see how much of 


Adventure 


Availability: Winter 2001 — 
Mattel Interactive 
http://www. mattelinteractive.com 


the game you have completed. Exploration 
and mystery of the massive worlds of Myst III: 
Exile may be enough to re-energize adventure 
gaming (http://www.myst3.com). 


by Greg Schick 


Evil, reportedly pitched nu- 
merous concepts for Myst M, 
each tied in to loose ends and 
minor details of the first two 
titles. Cyan still plays a small 
advisory role in development, 
checking that the details of 
the Myst ages are consistent 
with the overall vision of the 
franchise. 

Myst II: Exile will feature 
familiar characters: Atrus and 
his wife, Catherine, and their 
two sons, Sirrus and Achenar. 
A new villain is introduced, a 
man whose home world was 
destroyed by the sons and 
now seeks revenge on Atrus’ 
family. Veteran actor Brad 
Dourif (“One Flew Over a 
Cuckoo's Nest” and the up- 
coming “Lord of the Rings” 
trilogy) plays the villain. 
Heavy interactions with your 
antagonist will again climax 
with a moral dilemma. 

You will again assume the 
role of an adventurer who 
travels between worlds, called 
ages, via magical books cre- 
ated by Atrus’ race. You are 
presented with a series of mys- 
teries, and puzzles provide 
clues to solving the adventure. 


Availability: Spring 2001 
Publisher: TBA 
http:/www.new-legends.com 


ith designer Justin Chin at’ 


the helm, Infinite Machine's 
New Legends should be some- 
thing special when it is released 


in the spring of 2001. Chin was 


lead artist, writer, and designer 


for LucasArt’s Dark Forces and 


also served as Project Leader for 


Jedi Knight. Both games are mon- 
uments to the FPS design, so it 
will be interesting to see what — 


Chin and the rest of the 
Infinite Machine team will 
do for third-person action 
games with the release of 
New Legends. 

The move away from a 
first-person perspective was 
necessary because of New 
Legends’ focus on hand-to- 
hand combat. With players 
wielding swords, shields, 
and many other up-close- 


from more of a fightin; 
game perspective is «critica 
Although the potential for han 


to-hand combat i is there, New | 
Legends will also incorporate — 
many ranged weapon = X 


rifles and shotguns. _ 


-Infinite Machine licensed the 


Unreal engine for New Legends, 


stunning. As with Jedi Knight, 


and-personal \ weapons, the 
need to view the characters — 


New Legends 


a deep, rich story for the game. 
Set in a turbulent future version — 
of China, the storyline will incor- 
porate many elements of Chinese 
history and folklore. Players as- 
sume the role of Sun Soo, a fallen 
warlord who is determined to 
stop the evil General Xao Gong 
from taking over the weakened 


empire. The scope of the game — 


sounds epic at this point, with 
the main character journeying — 


across all of China to enlist the — 
help of many other warlords for — 


the ultimate showdown against 
o Gong. 
New Legends is already mak- 


ing waves, garnering several 


awards at the 2000 E3- (Electronic 
Entertainment Expo). It was 
without a publisher at press time, 


-so the final release date has yet to 
N = be determined. oi 5 
-so the visuals should prove to be 

: by Tay Baker 
Chin is focusing more on creating _ 
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Ultima Worlds 
Online: Origin 


ole players rejoice! A new game 
R looms that could finally give you the 

interactivity and realism you crave. 
Admittedly, Ultima is not exactly a new 
name in the role-playing world; in fact, the 
Ultima series of games, which reaches back 
to the early 1980s, is one of the longest-run- 
ning games ever. Ultima Worlds Online: 
Origin, however, is an entirely new animal 
that boasts renovations and innovations that 
should have every virtual adventurer’s heart 
racing with anticipation. 

In 1997, Ultima Online was born from an 
ambitious dream: to- create a game in which 
hundreds of thousands of people could par- 
ticipate at once and forge friends and foes 
across the vast server-based landscape. 
Following in Ultima Online’s footsteps, com- 
petitors with better graphics and more 
streamlined play have appeared and flour- 
ished. Electronic Arts has responded to these 
upstarts with Origin, an entirely new mas- 
sively multiplayer game. 

Origin attempts to combine all the best fea- 
tures of popular role-playing games. Being a 
truly 3-D-based game, the player's perspec- 
tive has been shifted from “looking down 
from heaven” to “looking over the shoulder.” 

“Our primary goal has been to choose the 
angle that provided for the most immersive 
feel possible,” says Origin’s lead designer, 
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Damion Schubert. “I think that players 
will find the view to be more engaging and 
attractive.” 

From what we’ve seen so far, he’s right. 
And, the graph-ics aren’t the only improve- 
ment the second 
time around. 
Origin’s de- 
signers have 
drawn from pre- 
vious experience 
to improve such 
things as new- 
bie protection, 
player-vs.-play- 
er combat, team 
interaction, and 
dynamic envi- 
ronments that 
change as the 
story progresses. 

Along with all 
the new fea- 
tures, Origin extracts the best parts of the 
older Ultima Online game, most notable of 
which is that Origin will continue the tradi- 
tion of developing a strong sense of commu- 
nity among players. 

_ “There are a lot of people out there for 
whom the idea of simply living in a virtual 
world is a compelling way to spend [their] 
time,” Schubert says. 
“We have been focusing 
on rewarding these 
players—we'’re putting a 
lot of energy into en- 
hancing the experience 
and making life exciting 
for them, as well as 
making them more nec- 
essary for the adven- 
turers of the world.” 

Even more impres- 
sive is the makeover that 
the land of Britannia re- 
ceives in the new game. 
“Origin exists in a diver- 
gent timeline from 


Availability: Summer 2001 
Electronic Arts 
http:/www.uo2.com 


Ultima Online,” Schubert says. “A huge cata- 
clysm has ripped through the land and 
brought together elements of the past, present, 
and future into one world.” 

With the cataclysm come vast changes 
in the environment and characters of 
Britannia, as high technology is introduced 
into the magical land. Origin focuses on 
adding a new “technological” element to 
the game, which is a new realm of wild, 
fantastic, and bizarre machinery that exists 
to act as a foil against the game’s magic. 
Players can choose to embrace these elements 
or combat them. There will be new bounties 
of technolog- 


ical items, 
skills, mon- 
sters, and 


cities through- 
out the world, 
all of which 
will still mesh 
cleanly inside 
of the fantasy 
environment. 

However, 
players who 
have invested 
in the present 
version can 
breathe a sigh 
of relief be- 
cause the advent of Origin will by no means 
signal the end of the original Ultima Online 
world. “Ultima Online has a rabid and ever- 
growing fan base, and it shows no sign of 
slowing down anytime soon,” Schubert says. 
“Plus, the UO development team has its own 
plans up its sleeves for future expansion of 
the game, which, I think, will excite a lot of 
people.” 

Origin makes some pretty big promises, 
but only time will tell if the designers are 
able to live up to them. Of course, they've 
had four years of trial and error with Ultima 
Online under their belt, so they have a great 
chance of pulling this one off. Origin is 
definitely a title to look out for when EA 
eventually releases it in the first half of 2001. 

(NOTE: All pictures here were taken from the 
alpha version of Origin, so they may not be repre- 
sentative of the final product.) 


by William Van Winkle 


ee 
Battle Realms 


f you feel like you spend too much time man- 

aging resources and building bases in your 
real-time strategy games and not enough time 
on the battlefield, Liquid Entertainment's Battle 
Realms (http://www.battlerealms.com) may 
be the game you've been waiting for. Liquid 
makes it clear that most gameplay elements are 
being tuned to encourage constant combat. The 
game incorporates Yin and Yang energy that 


can only be replenished through success in 


battle, meaning players who wait around to 


prepare a massive assault 
will lose much of their 
attack power. 

The graphics (viewed 
from a top-down perspec- 
tive) look sumptuous, 
notably their rich use of 


color and liberal lighting © 


effects. This could shape 
up to be oné of the best- 
looking top-down per- 
spective real-time strategy 
games ever released. Li- 
quid is planning to popu- 
late the lush environments 
with wild animals, with 
some (such as birds) there 
purely for ambience and 
others (such as wolves) 
included to snack on your 
point man. The graphics 
model supports several 
breathtaking environmen- 
tal features, such as water- 
falls and cliffs, and every- 
thing is modeled in 3-D so 
it potentially will affect 
gameplay. 

Taking a cue from 
games such as Warlords: 
Battlecry, Battle Realms 
incorporates powerful 
individual heroes called 
Zen Masters that become 
more skilled as they gain 
combat experience. Even- 
tually they will evolve to 
become powerful center- 
pieces of any battle, and 
players should have quite 
a time keeping their 


by Tracy Baker 


Sacrifice 


. (http: / /www.sacrifice 
cnet) puts players in command 
of wizards who will battle through 
3-D landscapes in single or multi- 


-player spellfests. Over 50 spells are 


available, in addition to the creature- 
summoning spells. Used in conjunc- 
tion, you can beckon armies of 
strange creatures and send them 
forth to attack while your magical’ 
spells summon tornados, lightning, 
and elemental powers to bring 


- destruction to your enemies. 


Wars are waged across various 
battlefields, with each battlefield 
being controlled by one of five ele- 


mental gods: James (god of Earth, 


looking strangely like earthworm 
Jim), Persephone (goddess 
of water), Stratos (god of 


air), Pyro Ba aes of fire), 


Charnel (god of strife 
il). Eachgodhas | 
her own set of min- — 


-ions (about 10 per god) {fim N 
that can be summoned, 


| will be the hero es 
in gle-player game & 


heroes within effective range of the 
enemy while still maintaining their pro- 
tection. The most basic foot soldiers, 
spearmen, and archers can also be 
upgraded by participating in training ses- 
sions that sculpt them into fearsome war- 
riors. Players will be able to check out all 
these features first-hand when the game 
is released in winter/spring of 2001. 


Like other 3-D tactical RTS 
games, resource management is 


minimal, with gameplay focusing 
on combat and commanding your 
armies in battle, as well as using 
spells effectively. What resource 
management there is will focus on 
acquiring mana, which powers 
your spells. Mana sources must be 
claimed (and then defended), and 
when your wizard is near them, its 


mana recharges. While away from . 


the mana source, you must sum- 
mon creatures nearby that can 
channel mana to you from your 
mana source. 

Since mana management will be 
relatively simple, players will be 


Availability: Fall 2000 
Interplay 
http://www. interplay.com 


brought to life in bright, bold 32-bit 


Real-Time Strategy 


Availability: Winter 2000 
Crave Entertainment 
- http://www.crave.co.uk 


able to concentrate on the more ~ 
crucial part of the game: warfare. It 


„is important to master the tactical 


elements to effectively use the 
dozens of creatures and various 
magic spells in the game. Camera 
control, though defaulting to a 
third-person, over-the-shoulder 


view of your wizard, will also be 


essential to commanding your 
forces successfully. 
Not content to merely recycle the 
standard demons, dragons, trolls, 
elementals, and other staples of fan- 
tasy creatures, Sacrifice boasts truly 
bizarre and unique creatures. Even — 
the player-controlled wizards have 
strange, buglike appearances as they 
move rhythmically and weave their 
spells. Conjured minions are very 
surreal and alien in appearance, 


color. The combination of 
unique graphics and bril- 
-liant color schemes makes 
- Sacrifice leap out at play- 
ers, but don’t let the 
__ enthralling good looks dis- 
tract you from the task of — 
_ destroying your enemies. _ 
_ Sacrifice is just as fast and 
frenzied in its gameplay, _ 
and if you stop and admire _ 
A fe R ee 2 
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Real-Time Strategy 


Sigma 

eep an eye out for Sigma, the next 

hot game from Relic Entertainment 
(http://www.relic.com/relic .html). Relic 
Software stunned many people when it 
released its first game, Homeworld, in 1999, 
and it’s going to make headlines again with 
Sigma. Homeworld was a futuristic real-time 
strategy game that crossed several genres 
and took place in a revolutionary environ- 
ment: space. Homeworld was a strategy 
game in which an exiled people fought to 
regain their lost planet after centuries away 
from home. Homeworld won several awards 
for its quality and innovation. 

With a release date not set yet, Relic is 
playing Sigma extremely close to the chest, 
but it’s quick to point out in its literature that 
Sigma will take advantage of some great new 
programming techniques to deliver realistic 
and stunning sound effects, as well 


the land. Taking the customizations further, 
users will be able to create and edit the 
islands on which the adventures will take 
place. This adds greater detail to the game, as 
you build your playing field and custom- 
build the creatures. 

Relic made a name for itself with 
Homeworld, but Sigma is set to deliver a 
more entertaining gaming environment to 


Availability: TBA 
Microsoft 
http://www.microsoft.com/games 


the player, coupled with advanced graphics 
and sound effects. [es] 


by Elliott Elrod 


as animation and graph- 
ics. Indeed, Relic seems 
to have added some cut- 
ting-edge developers to 
its staff to create these 
effects from the ground 
up. 
So, what will Sigma 
offer the player? It is to 
be an interactive adven- 
ture, set on a group of 
is-lands in the Pacific 
Ocean, where animals 
must adapt to survive, 
both against the harsh 
environment and against 
each other. This might 
make some people 
yawn, but the next fea- 
ture is destined to enter- 
tain: To create more 
effective animals, ones 
that are more capable of 
adapting and taking 
advantage of natural 
characteristics, you can 
combine types of ani- 
mals, for your own 
unique hybrids. Use 
these creatures to build 
armies with helpful 
traits and to fight other 
armies for domination of 
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SimsVille 


axis Entertainment is prepar- 

ing to release its highly an- 
ticipated game in the Sim line: 
SimsVille (http:/ /www.simsville 
.com). For gamers not yet familiar 
with Maxis, the line includes such 
games as SimCity, SimCity2000, 
SimCity-3000, and The Sims;:the 
Sim stands for Simulation. The 
SimCity line are real-time, interac- 
tive games in which the player 
builds a city, sets tax rates, builds 
the infrastructure (roads, trains, 
subways), and balances economic 
concerns, crime prevention, and 
more. The player manages the lives 
of computer-generated people. 
Work, social interaction, and other 
aspects of life, are at the whim of 
the player. 

SimsVille will give the player an 
opportunity to combine the macro- 
life view of the SimCity series with 
the micro-life play of The Sims. 
Instead of defining a very large city 
and building it over a life cycle, as 


in SimCity, the user will build a 
smaller city but set up small busi- 
nesses, homes, and the familiar 
facets of life in small town 
America. 

While you won't be managing 
each citizen of the town, you will 
be able to manage certain aspects 
of neighborhoods within your 
‘ville. Players build factories, estab- 
lish a town hall, and manage the 
lives of the people in their simulat- 
ed small town. You must balance 
the business environment and the 
employment environment in your 
town, to attract and keep families; 
failure to balance these or any 
number of other social and eco- 
nomic aspects, will render some 
neighborhoods, or even the entire 
town, undesirable to more affluent 
families. 

The game features a more dis- 
tinct, 3-D game view, looking more 
like a cartoon than a video game. 
The previews of the game were 


enough to earn it a slot in the Top 
Ten games at E3 (Electronic 
Entertainment Ex-position) in May 
2000. According to Patrick 
Buechner, public relations man- 
ager at Maxis Entertainment, 
SimsVille should be released some- 
time in mid to late 2001. 


by Elliott Elrod — 


Availability: Fall 2001 
EA 
http:/www.ea.com 


Multiplayer FPS 


‘<> Team Fortress 2: 
Brotherhood Of Arms 


day Fortress isn’t actually a PC game unto 
itself but a downloadable modification 
(mod) of the 1998 groundbreaking FPS, Half- 
Life. Unlike the multiplayer format of Half-Life, 
which is typically deathmatch-oriented, Team 
Fortress’ emphasis is on (as the name implies) 
team-oriented play, similar to Sierra’s other 
team-based 3-D shooter, Tribes, in some respects. 

Each player in a game can choose to play 
one of several character classes, each with spe- 
cific abilities. The Medic, for 
example, can heal friendly units, 
whereas the Heavy Weapons guy 
can take apart unfriendly units, 
and the Demolitions Expert can 
blow stuff up (walls, obstacles, 
other players, etc.). 

Team Fortress 2 (http://www - 
sierrastudios.com/games/team 
fortress) will build upon this 


experience, Team Fortress 2 will offer 
Internet-streamed audio, allowing players 
to communicate in real-time voice commu- 
nication while playing the game. 

Given that Half-Life and Team Fortress 
already offer a phenomenally successful 
blend of excellent graphics, gameplay, and 
multiplayer action, it's impossible to imagine 
Team Fortress 2 being anything but a smash 
success. The downside? We may have to wait 


n oe spring, PopTop Soft- ; 
Iware, developers of Railroad 


Availability: TBA 
Sierra Studios 
http://www. sierrastudios.com 


awhile for it . . . but good things come to 
those who wait. 


by P. Bryan Edge-Salois 


100 structures to build, in 


aq Tycoon II announced Tropico, its ing: tourist hotels and sp 


strategy. Players can choose from 
12 available classes, including the 
aforementioned medic, demoli- 
tions expert, dnd heavy weapons 


‘next-generation 3-D strategy sim- 
ulation for PC, Macintosh, and. 


Sega Dreamcast platforms, Com- 


bining historical ee : 


soldier, as well as spies, snipers, 
and others. In the original ver- 
sion, the object of the game was 
typically to capture the enemy 
flag (usually at the enemy base) 
and return it to your team’s base, 
but Team Fortress 2 plans to offer 
much more. Some missions might 
involve escorting VIP’s to safety, 
others might involve successfully 
destroying a bridge or other 
structure guarded by the enemy. 
An organized team that effective- 
ly uses its members to comple- 
ment each other's skills usually 
emerges the victor. 

Of course, Team Fortress’ 
graphics will be getting a major 
facelift, using a new “multireso- 
lution mesh technology for the 
optimized rendering of highly 
detailed 3-D worlds.” (What this 
really amounts to is that the 
game promises to look great.) To 
further enhance the team-play 


Availability: Spring 2001 
PopTop Software 
http://www.poptopsoftware.com 
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Action 


The World 


Is Not Enough 


a ond, James Bond. Those three words con- 
jure up excitement, cool gadgets, beautiful 
women, and TBS’s Movies For Guys Who Like 
Movies. Similarly, Nintendo 64 owners will 
immediately think of 1997's popular GoldenEye, 
which was released to rave reviews and still 
holds up well today. 

It’s now time for PC owners to get in on the 
action. James Bond is finally coming to the PC 
as more than just a Quake mod. Sure, Inter- 


be lending his voice to the game), and your 
brain to get through the levels in one piece. 
Naturally, your brawn will be called into play, 
but this will complement your espionage skills. 
Movies made into games often perform 
poorly; this can be attributed to spending too 
much money on buying the movie license and 
too little time developing the game. 


Availability: Spring 2001 
Electronic Arts 
http:/www.ea.com 


Thankfully, that does not seem to be the 


case here. 

As you watch the seconds tick by while 
you await the re- 
lease of TWINE 
in the first half of 
2001, check out 
the 12 Quake III 
maps created by 
TWINE’s devel- 
opment team. Go to http://007.ea.com 
/index_twine_pce.html, click downloads on 
the lower left portion of the page, and then 
Quake Levels. Put on your tux, pour yourself 
a drink (shaken not stirred, of course), and 
fire up Quake II. 


by Samit Gupta Choudhuri 


play published James Bond: The 
Stealth Affair (developed by 
Delphine Software) in the USA in 
1990, but there’s been nary a Bond 
game on the PC since then. 

Fortunately for us, Electronic 
Arts is developing The World Is 
Not Enough (TWINE) for the PC, 
based on last year’s movie of the 
same name. We had a look at an 
early demo of The World Is Not 
Enough, and it looked very good 
indeed. 

The game is being built on a 
modified Quake III engine. For 
those of you who played Sierra’s 
brilliant Half-Life, you know how 
much an engine can be modified 
to look quite unlike its original 
release. The same goes here. You 
won't even be thinking Quake III 
when you play TWINE. The game 
levels are very detailed, and the 
game world will set you directly 


into the film. If you've seen the ' 


movie, you already have a pretty 
clear idea about the plot. How- 
ever, the game is derivate from the 
movie—you may have to work 
your way to parts you saw in the 
movie, because many scenes are 
new. 

The developers want you to 
play this game as Bond. With that 
objective in mind, you won't be 
running around in a 007 death- 
match. Instead, you will be using 
espionage, R’s gadgets (John 
Cleese, now taking over for Q, will 
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. role-playing elements 


. going to be jammed 


Strategy 


Warcraft Ill 


arcraft II, like every other 
sequel from Blizzard En- 
tertainment, is one of the most 
anticipated releases ever. It’s 
immediate predecessor has gone 
down in history as the quintes- 


_ sential real-time strategy game, 


blending superbly balanced 
gameplay with a fantasy Orcs vs. 
Humans plot that remains fun to 
play to this day. The latest entry 
in the series has gone through 
some changes; it originally was 
to incorporate a side- 
view camera and deep 


but now looks like a 
more traditional top- 
down perspective real- _ 
time strategy game. 
That’s not to say 
Warcraft III isn’t 


with all manner of | 
new features (See pre- 
views at http://www 
-blizzard.com/war). 
Graphically, the series 
has jumped from 2-D 
sprite-based graphics 
to a 3-D engine that 


allows for millions of colors. All 


_those extra hues should come in 


handy for the special effects, 
which range from simple blood 
splats to spectacular magic 
spells. Advanced animation 
techniques are being employed 
to bring the units to life, and 
they should move as smoothly 
as characters in an FPS like 
Unreal Tournament. 

Blizzard also plans to extend 
the depth of the game by adding 


Availability: Spring 2001 
Blizzard Entertainment 
http://www. blizzard.com 


we 


a few new races to the mix, © 
including the Demons and the 
Undead. More than two play- 
able races in a game of this type 
can lead to severe play balance 
issues, but Blizzard proved with 
StarCraft that it has the design 
and programming chops to p 
it off. 
One. of the best elements 
of Warcraft II was its infinite 
expandability, courtesy of some 
included editing tools that let 
creative fans crank out fun new 
maps and scenarios. Warcraft 
III will continue this tradition, 
giving players access to the 
_ artificial intelligence 
settings, art files, and 
everything else they 
need to make some 
killer mods and total 
conversions. Blizzard 
also is focusing much- 
attention on the 
game’s multiplayer 
component, which 
will be playable free 
on its Battle.net ser- 
vers when the game is 
released, sometime in 
the first half of next 
year. 


by Tracy Baker 


: HOT GAME REVIEWS 


Giants: Citizen Kabuto 


n the continuing trend of re- 

defining game genres, 
Planet Moon Studios presents 
Giants: Citizen Kabuto 
(http://www. interplay.com 
/giants). Giants takes place on 
a distant world called “The 
Island” where three races vie 
for control. One is the race of 
star-faring folk called the 
Meccaryns, who initially 


stopped at the Island to repair 
their damaged ship. The Sea 
Reapers, the current inhabi- 
tants of the Island, created the 
giant Kabuto to protect them 
from possible invasion by the 
Meccaryns. Kabuto, however, 
broke free of his enslavement 
and now wanders the Island 
with his own agenda. Through 
approximately 30 missions, 
players will alter- 
nately play the Sea 
Reapers, Meccaryns, 
and Kabuto as the 
story unfolds. 

The Meccaryns 
have the advantage 
of numerical superi- 
ority and advanced 
technology. For ex- 
ample, they may . 
have jetpacks al- 
lowing them to fly 
while they attack 
with blasters. Sea 
Reapers use magic 
as their primary 
means of combat: 


Using spells to call down tor- 
nados is just one example of 

their destructive capabilities. 
Kabuto, of course, is 20 times 


-bigger than everyone else and 


relies on his Godzilla propor- 
tions and brute strength to kill, 
eat (essential to maintaining 
his performance), and stomp 
his way to victory. 

Through the course of the 
game, you will want to keep 
various native inhabitants, one 
being a race of creatures known 
as the Smarties, happy. This 
lends an RTS element to the 
game because keeping Smar- 
ties happy by protecting and 
feeding them pays dividends in 
the form of gifts, including ve- 
hicles, traps, or other things 
that might aid in achieving mis- 
sion objectives. Giants also of- 
fers multiplayer play anda 
variety of difficulty levels for 
added replayability. 


by P. Bryan Edge-Salois 


Half-Life & Opposing Force 


Expansion Pack 


hen it was released at 

the end of 1998, Half- 
Life (http://wwwzsierra 
studios.com/games/half-life) 
redefined the standard by 
which all future FPS games 
would be measured. Half-Life 
brought new elements never 
before seen in the genre, such 
as a superior story (inspired by 
Stephen King’s short story 
“The Mist”), amazing AI, and 
thoroughly dynamic environ- 
ments. Half-Life created a 
living, breathing world. An 
experiment runs awry at the 
Black Mesa Military facility, 


and you, Gordon Freeman, 


research scientist, find yourself 
amidst the chaos of a military 
base melting down. Walls col- 
lapse, floors fall beneath you, 
and equipment explodes, and | 
what are those bizarre alien 
creatures that have appeared? 
To top it off, the government 
decides to “shut down” the 
project immediately (as in di- 
recting the Marines to kill 
everyone at the base—alien, 
human, or otherwise). Half- 
Life's superior AI adds to the 
immersing quality of the game. 
Enemy Marines don’t just 
blithely walk into a hail of ma- 
chine gun fire, they work as a 


team. Some throw grenades 
while others provide sup- 
pressing fire. Scientists can be 
asked for aid, often providing 
information or using security 
access to unlock doors for you. 
In the expansion pack, 
Opposing Force, you play one 
of the Marines sent in to 
“clean” Black Mesa. But your 
team is wiped out en route be- 
fore you receive orders, and 
you find yourself in an entirely 
different piece of the story. 


by P. Bryan Edge-Salois 


Action 
American _ 
McGee’s Alice 


= —— 


L ewis Carroll’s “Alice In Wonderland” be- 
comes even more wickedly demented in 
the game version, Alice (http:/ /alice.ea.com), 
by American McGee. If you're not familiar 
with American McGee, you will be soon. He is 
one of the impressive level-designers behind 
id Software's Doom II and Quake games. He 
brings his lunatic level-designs to more than 
the dozen levels featured prominently in Alice. 

The game was developed by Rogue 
Entertainment and begins shortly after 
Carroll’s second book (“Through The 
Looking Glass”) leaves off. As the game be- 
gins, Alice is all grown up and a resident of a 
psychiatric hospital. Things move quickly 
from there. The White Rabbit appears, Alice 
follows him down the rabbit hole, and she 
encounters true madness as she fights to free 
Wonderland from the evil Queen Of Hearts. 

The Cheshire Cat is back, this time 
guiding Alice through Wonderland. Does 
anyone remember the Mad Hatter? How 
about Tweedledee and Tweedledum? Yes, 
they'll all be back, but not as you remember 
them. American McGee’s Alice is built with 
id Software’s Quake III engine and will fea- 
ture a third-person perspective view a la 
Lara Croft in Eidos’ Tomb Raider series. _ 
Level designs are innovative and will hope- 
fully lead to many a psychotic episode in 
your future. The game should be shipping 
shortly, so keep your eyes peeled for the 
White Rabbit. 


by Samit Gupta Choudhuri 
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Action 


Metal Gear Solid 


he Metal Gear series has 
been around since 1987, 
but nothing prepared gamers 
for the 1998 release of Metal 
Gear Solid for the PlayStation. 
Hideo Kojima, Konami's star 
designer, unleashed a graphi- 
cally stunning game with an 
epic plot that made Metal 
Gear Solid an instant classic. 
It has its share of flaws, but 
we were able to overlook 
most of them as we guided 
Solid Snake through yet an- 
other great adventure. 
Combining the gadgets of 
James Bond with the skills of 
a ninja, Solid Snake is a force 
to be reckoned with. And al- 
though his fighting abilities 
are keen, stealth is the name 
of this game. Most of the fun 
is derived from sneaking 
around, staying out of your 
enemy’s view as you slowly 
worm your way deeper into 
your opponent’s lair on 
Shadow Moses Island. 


The graphics are Metal 
Gear Solid’s main attraction; 
it is simply amazing that 
the design team was able to 
extract so much from the 
aging PlayStation Hardware. 
Nearly everything is ren- 
dered in 3-D and slathered 
with detailed texture maps, 
but it’s the little touches that 
really stand out. Footprints 
in the snow, visible breath 
in the wintry outdoor seg- 
ments, and the way the view 
smoothly zooms when bin- 
oculars are used combine to 
really immerse players in 
the game. 

Microsoft is now bringing 
this console mainstay to PC 
gamers with several PC-spe- 
cific enhancements. A first 
person view will now be in- 
cluded. The optional Metal 
Gear Solid: VR Missions pack 
released separately will also be 
a part of the PC release. 
Naturally, the greater memory 


bandwidth and high-resolu- 
tion displays promise to im- 
prove graphics and feature 
crisper images. To learn more 
about this game, visit the offi- 
cial game page at http://www 
-metalgearsolid.com. 


by Tracy Baker 


D eveloper Bungie Studios 
is associated with the 
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Myth real-time strategy series, 
but the company has its roots 
in the action genre. Their 
latest action game is Oni, 
which hopes to meld 
hand-to-hand combat 
and gunslinging com- 
bat uniquely. 

Oni is set in a gritty 
yet stylized urban envi- 
ronment that is ren- 
dered entirely in 3-D. 
Players will slip into 
the role of Konoko, 
a futuristic cop trained 
both in martial arts 
and firearms. Combat 
will take place from a 
third-person perspec- 
tive (think Lara Croft 
in Tomb Raider, but 
better), which in the 
past has proven to be 


great for games that focus on 
exploration but less than ideal 
for the precise targeting and 
movement that combat re- 
quires. Oni’s focus on melee 
combat should alleviate this 
problem somewhat, as most of 
the fighting will be up close 


‘where the action is easy to see. 


Whether the algorithms 
that create the game’s vast 
array of moves with seamless 
transitions on on-the-fly will 
cause a massive performance 
hit remains to be seen, but 
judging from Bungie's past 
success, Oni should be some- 
thing special. Visit the offi- 
cial game page at http://oni 
.bungie.com for the latest on 
the game. 


by Tracy Baker 


Rainbow Six: 
Rogue Spear & Urban 
Operations Mission Pack 


he follow-on to Rainbow Six, by Red 
Storm Entertainment, is an excellent up- 
date to an already phenomenal game. 
Rogue Spear adds heightened realism, new 
weapons, and superior graphics and sound 


effects, even compared to its predecessor. 


From the first mission, you feel completely 
in tune with the game scenarios, characters, 
and plot. 

Some of the improvements in Rogue 
Spear include more weapons selections, 
more realistic performance for the weapons 
(grenades are far more lethal now and 


- shrapnel is not confined to a short radius 


from your own character), and better AI 
on behalf of the terrorists and missions 
that make you feel wrapped up from the 
beginning. In Mission Four (Lost Thunder), 
which takes place in Kosovo, be ready 
for snipers. 

The new expansion pack to Rogue Spear, 
Urban Ops, incorporates the same changes 
that came with Rogue Spear, but adds 
five more missions to the complement, and 
these missions are intense! The realism 
and difficulty are much better, as well. For 
example, in Mission Three (Aztec Palace), 
you hit strong resistance before you 
even enter the objective. Be ready for a 
huge firefight. .. . 


The only, and we do mean only, caveat we 
have for Rogue Spear/Urban Ops users, is 
that for the best gaming experience, you 
need to beat the minimum hardware require- 


- ments by as much as possible. This is not a 


criticism; most high-end games need the 
extra hardware to really drive home the per- 
formance and realism, but when the box says 
“minimum” take that to mean the bare ne- 
cessity to just install and run the game. 
Higher quality video and sound results in a 
superior gaming experience. [6s] 


by Elliott Elrod 


Return To Castle Wolfenstien 


R eturn to Castle Wolfen- 
stien is a return to the 
title that introduced us to 3-D 
gaming, namely Wolfenstien 
3D. Now id Software has re- 
turned to overseeing develop- 
ment by newcomer developers 
Grey Matter (actually veteran 
developers formerly of Xatrix), 


owned in part by publisher 
ActiVision: + 

Once again you will as- 
sume the role of B.J. 
Blaskowitz, an American se- 
cret operative, and attempt to 
subvert Hitler's Nazi goons. 
In this comic book play on 
historical fact, Hienrich 
Himmler has cre- 
ated a legion of 
Nazi supermen 
from his studies in 
genetic mutation, 
chemical warfare, 
and the occult. 
These World War II 
forces provide all 
the fodder needed 
for BJ.’s bloodbath. 

Return will run 
on id's Quake III: 
Arena engine and 
include death- 
match multiplayer 
capabilities, where 
players battle each 


other online using the setting, 
gear, and characters from the 
game. Players will explore 
Nazi military installations and 
labs, a German village, and 
subterranean crypts, de- 
stroying everything with MP- 
14 machine guns and 
grenades. For more authen- 
ticity, the textures and layouts 
were taken from actual 
German and French castles. 
B.J. will be able to interact 
with objects more than in 
Wolfenstien 3D, riding cable 
cars and kicking and 
throwing tables and chairs. 
He will be lead through his 
missions by instructions from 
the Director, a British official, 
via two-way radio. In the ` 
end, the chilling tale of war 
and the undead will be a 
welcome Return to Castle 
Wolfenstien. [es} 


by Greg Schick 


Tomb Raider: the Last Revelation 


f you enjoy solving puz- 

zles, scaling vines, and 
leaping large crevices, you 
will appreciate the latest Lara 
Croft adventure from Eidos 
Interactive. Using the basic 
Tomb Raider formula of mas- 
tering jumps, weapons, and 
puzzles, The Last Revelation 
features sharper graphics and 
new weapons and moves to 
help you lead Croft on her 

_ latest adventure. 

The Last Revelation is set 
in Egypt, where you must 
outsmart the evil God Set and 
return him to his tomb to 
save the world from total de- 
struction. The training se- 
quence at the beginning of 
the game features Croft as a 
young girl with her 


instructor, Professor Werner 
Von Croy. The training ses- 
sions in the previous Tomb 
Raider games have taken 
place in an actual training 
room, so following’Von Croy 
through an archaeological 


_ Structure filled with ledges to 


climb and objects to find is a 
nice change. One new feat 
that you will need to master 
is swinging from ropes. This 
skill takes a few minutes to 
learn but is fun once you 
grasp the basics. 

The basic controls are easy 
to navigate and the character 
movement is smooth. The 
lighting throughout the game 
also is impressive, and the 
graphic textures are very real- 
istic. However, we did have a 


problem with collision detec- 
tion. When turning sharp 
corners or approaching short 
ledges, the legs and other ap- 
pendages of the character 
tended to disappear into 

the wall. 

Regardless, this is a great ac- 
tion game for adults and teens. 
As an added bonus, you can 
find a free online strategy - 
guide at the Tomb Raider 
home page (http://www.tomb 
raider.com) that will help you 
master new tricks and solve 
puzzles. 


by Buffy Cranford-Petelle 


Action 


Star Wars: 
Episode | Obi-Wan 


f you've ever dreamed of becoming a Jedi 

Knight, draw your lightsaber and be pre- 
pared to take on destroyer droidsa and Tuskin 
Raiders and battle droids in LucasArts’ Star 
Wars: Episode I Obi-Wan. The game will be 
officially released in Fall 2000, but we were 
able to catch a glimpse of this action-packed 
FPS game at a recent trade show. 

Obi-Wan follows in the footsteps of the suc- 
cessful LucasArts FPS games Dark Forces and 
Jedi Knight. However, rather than unfamiliar 
Rebel bases with caverns and storm troopers 
lurking around every corner, Obi-Wan fea- 
tures some familiar sights from Episode I, in- 
cluding Jundland Station on Tatooine and the 
Theed Garden. FPS graphics have improved 
since Dark Forces came out, and the Tanis 3-D 
graphics engine LucasArts has implemented 
offers smoother character movement and more 
realistic backgrounds. 

Your main goal is to advance from a 
Padawan Learner to a Jedi Knight. Along the 
way, you'll find blasters, sniper rifles, 
Tusken Gaderffi sticks, and grenades to 
battle your enemies, or you can use your 
trusty lightsaber. Of course, a Jedi wouldn't 
be complete without the Force, and as you’ 


completé 
each mis- 
sion, your 
Force 
powers > 
grow, and Obi-Wan becomes more agile. 

You might recognize the battle and de- 
stroyer droids from the movie, but you'll also 
fight Tusken Raiders on Tatooine; all kinds 
of different aliens; and eventually, the Sith 
Lord Darth Maul. 

Obi-Wan also has multiplayer options so you 
can play the game online or on a LAN. 


by Buffy Cranford-Petelle 
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n 1997, Diablo became an instant classic 

when Blizzard Entertainment combined ac- 
tion and role-playing into a highly addictive 
fantasy game. Blizzard even set up a Web site, 
Battle.net, that is a central location for multi- 
player games on the Internet (see “Online 
Gaming Services” in this issue for more infor- 
mation). Blizzard introduced Diablo II in June 
amid furious marketing hype and sold more 
than 1 million copies in only two weeks. 

Both Diablo games are set in the Western 
Kingdom of the world of Sanctuary. The orig- 
inal game found Diablo escaping his prison and 
wreaking havoc on the small village of Tristram. 
You assumed the role a wandering stranger who 
eventually traps Diablo in the Soulstone and 
ram it into your own forehead to ensure the 
safety of the world. Between Diablo and Diablo 
IL, the hero has been corrupted by Diablo and 
now helps usher in evil legions of undead and 
demonic creatures. In Diablo II, you are a new 
hero who must defeat Diablo again. 

The game is divided into four acts in which 
you explore different lands and fulfill specific 


quests. The game area is more than three times 
larger than the original and the maps are gen- 
erated randomly, creating a unique challenge 
for each new game. In addition, instead of the 
three generic characters from the original, you 
can now choose from five specialized ones. 

The game’s enhanced skill system allows 
characters to purchase skills with points 
they gain from going up levels. Each 
character has 30 unique skills, such as 
raising skeletons and throwing 
javelin lightning bolts. Building an 
effective skill set becomes pivotal in 
the tougher fights. 

The game's major breakthrough is in 
the awesome cinematics that introduce 
each new act. The in-game music and 
sound effects are equally as good, and the 
magical effects graphics really start to 
impress after Act I. 

Diablo II is fun, but the tougher opponents _ 
are difficult to beat without the right j 
strategy. It doesn’t break much new ground 
but builds on the original to give you more 
sleepless nights of marathon gaming. 


by Greg Schick 


ESRB: M (Mature) 
Availability: Now 


Blizzard Entertainment 
http://www. blizzard.com/diablo2 


Alone In The Dark: anew Nightmare 


hen we first got our hands on a French 

demo of the H. P. Lovecraft-inspired 
Alone In The Dark back in 1992, it was like a 
breath of fresh air. The game played on our Intel 
386 gaming rig with innovative 3-D graphics 


ESRB: N/A 
Availability: Fall 2000 
Infogrames 

http://www. infogrames.com 
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and a creepy sense of foreboding. Sadly, the 
subsequent sequels degenerated to killfests and 
lost their predecessor's innovative qualities. 

But along comes Alone In The Dark: A New 
Nightmare (http://www.aloneinthedark.com). 
Darkworks Studios developed the game for 
Infogrames, and it will be fighting to reclaim its 
scary game spot from the likes of the Resident 
Evil series. A much hipper-looking Edward 
Carnby is back, and you can play in his shoes 
or as Aline Cedrac. The basic premise involves 
the death of Carnby’s best friend on the 


" mysterious Shadow Island. Naturally, Canby 


sets off to investigate and avenge his friend’s 
death. Evil quickly shows its face and the 
game begins. 

We spoke with Sean Fish, producer of the 
latest installment, to see how the design team 
plans to bring back the innovative qualities of 
the original title. Sean explains that in Stephen 
King’s book “Danse Macabre,” the author talks 
about the three levels of fear: terror, horror, and 
revulsion. Many games in this genre put much 


of their focus on the horror and revulsion. 
However, The New Nightmare will mainly em- 
phasize the terror and mix in some horror. 
Focusing on the tension that terror builds will 
make for very exciting gameplay. 

One of the most outstanding features of 
The New Nightmare will be its lighting. Not 
knowing what lurks in the darkness enhances 
the fear. The game’s atmosphere will be set 
up using light, and more importantly, the 
absence of it. 

Light also comes into play with the kinds 
of weapons in the game. Some of the 
weapons are light based, and they have a pro- 
found effect on the creatures in the game. 
Some might be repelled by light while others 
are drawn to it. Finally, the light from the 
character's flashlight produces a remarkable 
cutting-edge effect. 


by Samit Gupta Choudhuri 


Arcanum: Of Steamworks & Magick Obscura 


C onception-wise, Arcanum 
(http://www.sierra 
studios.com/games/arcanum) 
might best be described as 
Jules Verne meets J.R.R. 
Tolkien. Blending elements of 
quasi-19th century science and 
technology (such as flintlock 
guns and steam engines) with 
familiar elements of traditional 
fantasy (including elves, wiz- 
ards, and magic), Arcanum 
creates a unique union of 
“primitive science fiction” with 
high fantasy, in many ways 
bringing the most fantastic ele- 
ments of the past, present, and 
future together into a single 
world. The newly emerged 
Mechanical Age has forced elf, 
human, and orc alike to learn 
to cohabitate in industrialized 
cities, but in doing so, the bal- 
ance between technology and 
magic has been broken. This is 


the strife-ridden world in 
which your quest begins. 

Arcanum boasts a unique, 
detailed, character-building 
system. Using a classless, 
point-based system, players 
have full freedom to purchase 
statistics and skills they want 
for their character. There are 
eight basic statistics, 12 derived 
characteristics, 16 primary 
skills, 80 spells within 16 spell 
colleges, and 56 tech degrees - 
within eight disciplines. 

The flexibility in character 
creation also contributes to the 
myriad of methods for ad- 
vancing through the game and 
problem solving. Additionally, 
Arcanum has day and night 
cycles, which are more than 
just graphical dressing since 
the time of day can affect 
gameplay. For example, some 
thieving-related skills, such as 


hiding in shadows, are easier 
at night. Combat, an ever-pre- 
sent staple of RPGs, can be re- 
solved using either turn-based 
or real-time play. 

While Arcanum offers a 
solid story, it also offers dozens 
of subplots and multiple ways 
to solve the game. Plus, with 
multiplayer play, a massively 
flexible game editor that lets 
players create worlds and ad- 
ventures, as well as an en- 
grossing, multifaceted 
single-player game, Arcanum 
should delight role-players 
everywhere. 


by P. Bryan Edge-Salois 


ESRB: FP (Rating Pending) 
Availability: Now 


Sierra Studios 
http:/www.sierra.com 


Baldur’s Gate Il: Shadows Of Amn 


he original Baldur's Gate 

was given several awards 
and brought the entire com- 
puter fantasy RPG genre back 
from the dead in 1998. Baldur's 
Gate II (http://www.interplay 
.com/bgate) begins after the 
successful villain trouncing 
you delivered at the end of the 
first game. The story opens 
with your entire party (all fa- 
miliar faces, though they may 
not be the same characters with 
which you actually finished the 
original Baldur's Gate) locked 
in a magical dungeon, having 
been subdued by unknown 
foes while returning home. 

Baldur's Gate II boasts sig- 

nificant improvements and ad- 
ditions over its predecessor. 
Though still using 2nd Edition 
AD&D rules (the 3rd Edition 
rules are due in August), it will 


have more than 20 new char- 
acter class “kits” available. 
Plus, instead of being locked at 
640 x 480, this version will sup- 
port more graphics resolutions. 
More than 130 new spells will 
be available to magic-using 
classes, as well as new, higher- 
level magic items, such as the 
infamous Holy Avenger 
sword. Characters will 
have much higher experi- 
ence point scales, allowing 
them to achieve higher 
levels. Of course, since 
characters get a significant 
power boost, so do all the 
monsters. They get bigger, 
meaner, and more pow- 
erful. Certain promised 
atrocities include mind 
flayers and beholders. 
Baldur's Gate II will 
also offer vast new locales 


to explore, including the 
Abyss, an underwater city, 

and the vast realms of the 
Underdark, home to the Drow 
elves. Character interaction 
will be more intricate as well, 
with far more dialogue per 
character than the original. 


by P. Bryan Edge-Salois 


ESRB: RP (Rating Pending) 
Availability: Now 

Interplay 

http://www. interplay.com 


‘Deus Ex 


~ Adventure & RPG 


n Deus Ex, players take the role of E 
Denton, a state-of-the-art, augmented 21st 


~ century agent of the United Nations Anti-+ 


Terrorist Coalition (UNATCO). The world i is 

ravaged by disease, corruption, and economic 
collapse, and somewhere at the root of all of it 
is a conspiracy waiting to be unraveled. — 


ESRB: M (Mature) 
Availability: Now 
Eidos 

http:/www.eidosinteractive.com 


While Deus Ex is clothed in the trappings of 
a 3-D shooter, it is definitely much more. For 


- starters, every mission is completely open- 


ended, and virtually every task can be accom- 
plished by a number of methods. Players can 
use the blazing guns method of problem 
solving, they can opt for a more stealthy ap- 
proach, or mix the two. 

Adding to the flexibility of the game is the 
tremendous arsenal of weapons, cybernetic 
augmentations, and skills you can employ. 
Players can customize their character to fit 
their style, picking from items such as rifles 
and melee weapons, or choose better skills in 
lockpicking and swimming. Improving the 
small-arms skill, for example, will make re- 
loads take less time and improve accuracy and 
damage. To add to the fun, you'll receive 
nano-tech cybernetic upgrades as the game 
goes on, allowing you to add new abilities or - 
improve existing ones. For Thief and System 
Shock fans, or for those looking for something — 
with more gameplay and story depth than 
your typical 3-D shooter, Deus Ex delivers. [ss] 


by P. Bryan Edge-Salois 
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Escape From Monkey Island 


scape From Monkey Island is the fourth 

title in the popular Monkey Island series of 
adventures games. The game begins shortly 
after the third hilarious installment (The Curse 
Of Monkey Island). 

We checked in with project leaders Sets 
Clark and Mike Stemmle (the wacky guys be- 
hind LucasArts’ wonderfully insane Sam And 
Max Hit The Road) to see how humor will be 
worked into the game. 

“Escape From Monkey Island Without the 
laughs could spell trouble. To ensure the 
same level of quality, we made sure to use the 


“hpi Jucasars com 


words “Monkey Island” in the title. We 
thought we had it made until one day 


someone said, “Dudes. You gonna do some- 


thing else, or are you just gonna release this 
paper bag with the words “Escape from 
Monkey Island” written on it in... what's that, 


_ crayon?” Realizing he was right, we went to 


work [on the game].” 

Immediately obvious is the change i in; 
graphics style. This latest installment moves 
away from the traditional 2-D fare to a Grim 


Fandango-style 3-D game. Sean and Mike feel 


that the 3-D design wasn’t meant to affect 
gameplay too heavily. The idea was to keep a 
fairly traditional adventure game feel yet bring 
new technology to the equation. In addition to 
the traditional aspects, there are puzzles and 


- plenty of features that take advantage of the 3- 


D environment. 

Obviously, with a new game engine for 
Escape From Monkey Island, quite a few en- 
hancements have been made. Most are fairly 
invisible to the casual gamer, but there are two 
very noticeable changes. The game no longer 
supports software rendering, and it requires a 
3-D accelerator card. This is supposed to give 
the game the ability to have higher polygon 
characters; more characters on-screen; and 
nicer textures, lighting, and so on. After 
looking at the game for ourselves, we're in- ' 
clined to agree. 


The animation system has been replaced by 
a more modern quaternion-based mesh defor- 
mation system. Ultimately, that last bit of tech- 
nological mumbo jumbo equals smoother 
animations with fewer rendering errors. The — 
result is a nicer looking game. 

We asked Sean and Mike to cite three rea- 
sons for playing Escape From Monkey Island. 
The response we got was: — 

1) It’s funny. 

B) It’s chock-full of puzzly goodness. 

C) When there's only one adventure game, 
there’s only one choice. 

Anyone who's played a game in the Monkey 
Island series will have a favorite scene from 


‘previous games, and Escape From Monkey 


Island will be no different. Some highlights to 
look out for as you play include: Mechanical 
Manatee, House of Prostheses, Starbuccaneer’s, 
bank robbery, Mystes O’ Tyme, Insult Arm 


Wrestling, The First Church of LeChuck 


(Orthodox), and a frilly pink ship. 

Escape From Monkey Island should con- 
tinue LucasArts’ legacy of funny, enjoyable, 
and well-balanced adventure games. It’s a per- 
fect follow-up to the previous Monkey Island 
games. To learn more about the series, visit this 
unofficial Monkey Island site: http://www 
.escapefrommi.com. 


by Samit Gupta Choudhuri 


Vampire: The Masquerade—Redemption 


his summer Activision released Vampire: 

The Masquerade—Redemption (VtMR). 
Developed by Nihilistic Software, VtMR is a 
computer game conversion of the very popular 
pen-and-paper Vampire role-playing game by 
White Wolf. 

In the single-player mode, players take on the 
role of French crusader Christof as he recovers 
from a battle. Eventually our chivalrous knight 
finds himself on the losing side as his humanity 
ebbs, and he becomes a vampire. Vampires feed 
on blood, and Christof is no exception. Harming 
innocent humans drops Christof’s humanity stat 
so sustain him by feeding on evil and vile crea- 
tures. Squeamish players can even purchase bot- 
tled blood. As the game progresses, you will find 
yourself traveling through time. For example, 
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medieval Prague is the setting of 
one scene and modern day New 
York City is another. You'dbe & 
hard-pressed to find a better- jam 
looking RPG. 

VtMR also features a 
rather innovative multi- 
player mode called Story- 
teller that is substantially 
different from the single- 
player mode. However, this 
mode does leave room for 
improvements. 

Technically, Storyteller may 
give VtMR nearly unlimited re- 
play ability as the tools are im- 
proved through future patches. 


Faithful followers of the pen-and-paper edi- 
tion may find this PC version too simple. 
However, Nihilistic struck a good balance be- 

tween the hardcore and mass market game. If 
you have any interest in vampire lore or ac- 
tion-RPG titles, VtMR is definitely worth a 
closer look. 


by Samit Gupta Choudhuri 


realMyst 


E ven those computer users 
who don’t play a lot of 
games have probably seen or 
heard of Myst. This first- 
person mystery adventure 
that is set on a unique, pic- 
turesque island won fans and 
influenced game designers all 
over the world. Its phenom- 
enal popularity (9 million 


ESRB: N/A 


Mattel Interactive 
http:/www.cyan.com 


Availability: October-December 2000 


Myst-related titles have been 
sold since 1993) spawned a 
few cool imitators, such as + 
Sierra’s Shivers, but none 
could match Myst’s universal 
appeal. 

This fall, Mattel Interactive 
is releasing Cyan and 
Sunsoft Japan’s latest version 
of the game, which this time 
appears in fully 
rendered 3-D. 
That means no 
more waiting to 
move from one 
static (although 
beautiful) 2-D 
scene to the next. 
However, to deal 
with realMyst’s 
breathtaking vi- 
sual complexity, 
its system re- 
quirements will 
be fairly stiff. 
You'll need a 
450MHz Pen- 
tium II-level 


CPU and a stout 3-D 
graphics card, but those who 
are fully equipped will be re- 
warded. Although the pro- 
ject’s title right now is 
realMyst, Mattel may call 

it Myst Dimensions or 

Myst 3D. 

New players will enjoy the 
same timeless storyline as the 
previous generation of fans, 
but they will also be treated to 
an interactive world filled 
with waving flora, roving 
fauna, and changing weather. 
We also expect to see a few 
surprises. Players of the orig- 
inal Myst will remember its 
Ages, or time periods, and 
realMyst will have a small 
new Age to explore, as well. 
Mattel is keeping other details 
under tight wraps, but Cyan 
was kind enough to provide 
us with some nice preview 
screenshots. 


by Marty Sems 


The Real Neverending Story 


F orget what you know 
about a certain 1980s kid 
flick. The Real Neverending 
Story, which has been in 
lengthy development by the 
German company discreet 
monsters, seeks to embody 
Michael Ende’s strange and 
philosophical novel in a 
colossal 3-D world. 

Your character in this ad- 
venture will actually think, and 
you'll see those thoughts and 
emotions flit by on-screen. 
What's cool about this is that 
you can act on these thoughts 
as they occur. The monsters 
and nonplayer characters will 
react to what you do or just by 
whether or not they like you. 
And although there is a central 


plot along which the game will 
occasionally frog-march you, 
discreet monsters says The 
Real Neverending Story will 
offer extraordinary flexibility 
in player freedom. 

Early previews have been 
almost uniform in their shell 
shock over the game’s 
smoothness and beauty, so 
let's hope there is still some 
visual punch left to the game 
(compared to current titles) 
when it finally hits the 
market. However, judging 
by the prerelease 
screen shots, gamers 
will be impressed 
with The Real 
Neverending Story’s 
look. 


Fans and pundits have been 
anticipating The Real 
Neverending Story for years, 
but the excruciating wait for 
Diablo II got all the press. For a 
little perspective, Lucasfilm 
created each of the first three 
“Star Wars” movies faster than 
discreet monsters is moving on 
this game. The software com- 
pany has repeatedly rolled 
back the game’s release, and it 
now sits at winter 2000. 


by Marty Sems 


ESRB: N/A 
Availability: Winter 2000 


discreet monsters 
http:/www.discreetmonsters.com 


_| ESRB: N/A 

| Availability: TBA 

Headfirst Productions 

http://www. headfirst.co. uk/simon3d 
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Command & Conquer: red Alert 2 


i n 1995, Westwood Studios followed 

up on the success of its ground-breaking 
1992 hit, Dune II: The Building of a Dynasty, 
with a game called Command & Conquer. 
Like Dune II, this quasi-futuristic RTS 

game featured an addictive blend of 
point-and-click troop control and resource 


` we expect Red Alert 2 to follow the same 


Westwood hasn't strayed too far from its 
original C&C formula in any of the latest 
offerings, such as C&C: Tiberian Sun, and 


pattern. The good news is each new install- 
ment offers scads of new troop and vehicle 
units to create new strategic elements 


management. Command & Conquer let 
players progress from controlling small 
squads of infantry and light armor to 
wielding massive conventional armies on 
land and in the air, as well as massive 


nuclear and satellite weapons. 
The following year, Westwood 
created a Command & Conquer 


prequel called Command & Conquer: 


Red Alert that deals with an al- 
ternate-reality World War I. In 
the game’s introduction, Albert 
Einstein went back in time and 
assassinated a young Adolf 
Hitler, ending the Nazi reign of 
terror before it began. However, 
instead of facing Nazis in WWII, 
the United States and its allies 
faced Stalin’s red army on the 
ground, in the air, and, for the 
first time, on the sea. Red Alert 


sold more than 3 million copies, - 


and Westwood reports that 
gamers still play it more than 
140,000 times online each month 
at Westwood Online (http:// 
www.westwood.com), a free 
multiplayer service hosted by the 
company. 

Now Westwood is gearing up 
to release C&C: Red Alert 2 
(http: / /www.westwood.com/ 
games/ccuniverse/redalert2), a 
game that finds the Soviet 
Empire invading the United 
States in a surprise attack. You 
can control either the 
beleaguered Allied forces or the 
Soviet war machine in desperate 
battles in major American cities 
such as Washington, D.C.; 
Chicago; and New York. As the 
game progresses, the fighting 
takes you to global hotspots, in- 
cluding Mexico, Germany, and 
Stalin’s Siberia. 
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and keep the game 
fresh. Red Alert 2, of ESRB: RP (Rating Pending) 
course, will offer a Availability: 

wealth of LAN (local- October 2000 

area network) and Westwood Studios/ Electronic Arts 
Internet multiplayer http://www.westwood.com 


options. 


by Chris Trumble 


in the an u 


Black & White 


got a demo fois i 


e had no premonition of l 
WE the great things to come Molyneux himself ear- f 
; hes Peter Molyneux and Les lier this summer. Take _ 
_ Edgar founded Bullfrog our word for it, Black & 
Productions in 1987. Molyneux White isa title very — 
released Populous in 1989 and worthy of Molyneux’s 
created god-games as we know development legacy; in 
them today. The concept of a a few years it will cas 
' god-game was not considered . as no surprise when : ‘ - 
very market-worthy in those, other games are com- porated eet 
days, and Electronic Arts was pared to Black & White. Elec cue ae 
the only company that gave the All the Molyneux hito: 
game a shot. EA’s bet paid off: Hallmarks are here: Al, Pa AW CRGO 
The game sold - detail, game- ; ; 
phenomenally and play, innovation, easy puai your dage dur 
has been on more interface, and humor. training. 
than 20 platforms We think that the com- _ uic engir 
bination will createa and level of detail i is astonishing; 


masterpiece. = 

‘In Black & White, 
you play a god with a 
hand as your interface — 
to the game world. You 


you can zoom from the tallest 


table. Gameplay is challengin 
and the PA have seen fit 


Ground Control 


A round Control (http://www-sierra 
studios.com/games/groundcontrol) 

takes place in the 25th century. Earth, previ- 
ously demolished in a world war nuclear ex- 
change, has recovered. The human race now 
spans the stars, from Earth to Mars, and be- 
yond, Although war is now outlawed on 
Earth, a new battlefield, Planet Krig 7B, is the 
stage for conflict between the religious Order 
of the New Dawn and the Crayven Corpora- 
tion, both contesting the right to explore the 
secrets of Planet Krig 7B. As a battlefield com- 
mander of either the Crayven or New Dawn 
forces, you will command a battalion through 
a campaign of 15 single-player missions (each 
with varying objectives) to achieve victory. 
Ground Control also supports multiplayer 
games via networks or the Internet. 

Ground Control is an RTS game empha- 
sizing tactical battlefield combat over micro- 
management and resource gathering. 
Historically, 3-D graphics engines have had 
mixed success in RTS games due to higher 
learning curves and interface problems. 
Fortunately, Ground Control's stellar 
graphics are matched by an equally stellar in- 
terface and a solid tutorial, silencing any ar- 
guments that 3-D has no place in RTS. 

Before each mission, you can plan for the 
forces and equipment you want, selecting 
from artillery, aerodynes (air-units), terra- 
dynes (tanks), and other support craft. Some 
units have additional special weaponry, 
such as anti-aircraft rockets for the infantry. 
Using the camera to control the view of the ~ 
battle is vital, as is using terrain and your 
forces effectively. Artillery units can 
hammer foes from a distance while marines 
move into position. Overall, the tactics, mul- 
tiplayer options, solid storyline, and stellar’ 
graphics and interface make Ground Control 
a must-have for RTS fans. 


by P. Bryan Edge-Salois 


Dark Reign 2 


n Dark Reign 2 

(http://www.activision 
.com/games/dr2), players take 
on the role of either the JDA 
(Jovian Detention Authority) 
or the Sprawlers to battle for 
supremacy over the Earth. The 
JDA are the police-militia re- 
sponsible for rounding up the 
“bad” elements living in the 
massive Sprawls outside the 
Eco-Domes and shipping them 
to IO (one of Jupiter’s moons). 
Sprawlers are the outcasts, 
rebels, and “criminal” element 
of Earth who have managed to 
adapt and survive in the ne- 
glected, sprawling slums. Fed 
up with JDA’s heavy-handed 
tactics, they have organized to 
fight back against their oppres- 
sors, the battle ultimately 


Commandos 2 


he first Commandos put a 
novel twist on RTS 
games. Instead of the usual 
resource gathering and unit 
production, the player con- 
trols an elite team of seven 
Commandos during World 
War II. Each Commando has 
its own specialty, such as de- 
molitions, subterfuge, recon- 
naissance, and sniping—just 
to name a few. 

The original Commandos 
(which sold 1.2 million copies 
worldwide) has a stellar inter- 
face, beautiful graphics, and 
intriguing levels and offers 
gamers the chance to think tac- 
tically and use a small team of 
characters to accomplish a 
wide range of goals. The object 
of each mission varies, but 
some examples include: de- 
stroying a bridge or communi- 
cations relay,rescuing a 
prisoner, obtaining intelligence 
information, or assaulting a 


raging over control of a natural 
resource called Taelon. 

Like many new RTS games, 
Dark Reign uses a 3-D engine 
and free-floating camera, 
though several standard view- 
points are available for quick 
switching, as well. However, 
don’t write off Dark Reign 2 as 
just another RTS game. It is 
among the best of the resource- 
gathering oriented RTS games, 
and fans of that particular 
breed won't be disappointed 
by Dark Reign’s gameplay. 

Of particular note is the in- 
terface, which allows for easy 
access to unit grouping 
and building manage- 
ment. That way, players 
can continue to produce 
units and take care of 
business back at base 


fortress. Missions 
are also open- 
ended, and it’s up 
to the player to an- 
alyze the maps and 
information and determine 
how to best use the 
Commandos and their skills to 
achieve mission objectives and 
escape alive. — 

Commandos 2, building on 
the success of Commandos, 
promises to offer more of the 
same (which in this case is 
good), with improved fea- 
tures such as better graphics 
and two new team members. 
Like the original version, 
Commandos 2 uses a 
detailed, accurate world 


_ Strategy 


while directing their troops in 
battle or checking other areas 
of the map. “Attitude adjust- 
ment,” another interesting fea- 
ture, is a method for setting the 
aggressiveness level of your 
units when you build them, 
ranging from Scout (least ag- 
gressive) to Terminator (most 
aggressive), with several not- 
ches in between. Dark Reign’s 
graphics are phenomenal, 
especially for an RTS game. 
The resolution can be cranked 
as high as 1,920 x 1,600. 


by P. Bryan Edge-Salois 


composed of buildings mod- 
eled after actual structures. 
The camera view can rotate to 
any angle, and cooperative 
multiplayer action will be 
available, as well. Vehicles, 
such as tanks, jeeps, aircraft, 
and ships (many of which 
can be piloted), are also accu- 
rately recreated models of 
their true WWII counterparts, 
giving Commandos 2 an 
authentic look. 
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Homeworld & Cataclysm 


n 1999, the arrival of Sierra Studios’ Homeworld considerably raised the 

bar for strategy games. Homeworld (http:/ / www.homeworld.net) 
combined elements of space combat, strategy, and action to tell the story of 
a society exiled to a faraway, lifeless planet after losing a war. Several hun- 
dred years later, the remaining members board their massive Mothership 
to find and reclaim their native world. 

Upon its launch, Homeworld immediately received critical acclaim and 
awards. Homeworld’s 3-D engine created stunning graphics for the game 
and gave the players the ability to view action from virtually any camera 
angle. This gave players a high degree of flexibility in terms of defining 
perspective. In addition, the game’s compelling storyline makes it easy to 


ESRB: E (Everyone) 
Availability: Now 
Sierra Studios 
http://sierrastudios.com 


get into the game, and its multiplayer op- 
tion provides for further depth of play. 
What more could you want? 

How about a sequel? In August 2000, 
the first Homeworld sequel, Cataclysm, 
was released. Cataclysm takes up the 
story 15 years after the events in Home- 
world, offering additional technology to 
help you combat an organic/technolog- 
ical entity called The Beast and keep it 
from taking over the Mothership. 
Combining Homeworld’s powerful 3-D 

engine with another multilayered story- 
line, Cataclysm should help keep 
Homeworld’s users happy. 


by Rich Gray 


Risk Il 


isk II (http:/ / www.risk.com) 

brings the classic board game 
Risk to life on the PC. Fans of the 
original will be pleased to learn 
that there is nothing lost in the 
translation, either. And numerous 
embellishments have been added 
to make it even more enjoyable. 
Yet, Risk II has low system re- 
quirements, which is a nice plus. 

One of the most outstanding fea- 

tures of Risk II is the host of game 
options available; it’s like having 
several versions of Risk in the same 
box. Classic Risk is still present, of 
course, but Tournament and 
Simultaneous play are also avail- 
able, and all versions can be modi- 
fied to suit particular styles of play. 
Tournament Risk pits the player 
against progressively harder 
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Al opponents on a tournament 
ladder, whereas Simultaneous play 
lets players place troops, issue at- 
tack orders, and move in reinforce- 
ments—all at the same time. 

Each basic game type can be 
further customized. For example, 
one variant called Capital Risk, 
lets players secretly choose capi- 
tals, with the goal being to cap- 
ture enemy capitals while 
retaining your own to achieve 
victory. Another option is 
Mission-based Risk, where each 
player has a secret mission he 
must fulfill to claim victory, such 
as gaining control of more than 
60% of total territories, elimi- 
nating a specific player from the 
game, or controlling specific con- 
tinents. You can also choose to 


ET OE aa tN eme park 
hello to RollerCoaster Tycoon. This game puts yor 
- pects of theme park construction and maintenance, i 
building additional restrooms, and landscaping and 
Game play consists of a variety of scenarios wie can 
one giving you a goal 
to accomplish, such as 
“achieve 500 visitors 
and $3,000 by the end 
of two years.” Some 
scenarios let you go 
nuts; others put you 
in charge of an ex- 
isting park you need 
- to upgrade. 

Although park de- 
sign and maintenance 
are fun, many will 
find the real draw of 
the game lies in its 
ride creation. You can 
choose from many 
different ride types, 
such as water rides and mild rides, when deadiag what to place in your 
park, but you'll definitely want to design a roller coaster. You can make it 
wild by putting in turns, twists, and plummeting angles, but then you 
need to test the ride to make sure it is safe (and physically possible). To 
finish, choose a ticket price, open the door, and watch the people flock in. 

The Corkscrew Follies expansion pack (see screen shot) adds new 
types of roller coasters and rides (such as The Steel Wild Mouse), new 
scenery, and more than 25 new scenarios to RollerCoaster Tycoon. An 
added perk to both is the RollerCoaster Tycoon Web site (http://www ` 
rollercoastertycoon.com), where you can download patches and ex- 
change rides with other players, as well as enter design competitions. ` 

This highly detailed and colorful game is very addictive. Those who _ 
like SimCity but are looking for something a little more whimsical to 
build should give RollerCoaster Tycoon a shot. [es] og 


ESRB: E (Everyone) 
Availability: Now 
MicroProse/Hasbro Interactive 
http://www.hasbrointeractive.com 
/microprose ‘ 
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- When a territory is contested, the 
view is shifted to a close-up de- 
picting tiny soldiers firing shots 
back and forth until the victor is 
determined. 


play any Risk game variation 
in single-player mode, over a 
LAN (local-area network), as a 
hot-seat, or over the MSN 
Gaming Zone. 

While fans of strategic war 
games aren't concerned with 


by P. Bryan Edge-Salois 
flashy graphics, Risk II 


still boasts graphical ESRB: E (Everyone) 

touches that add flavor Availability: Now 

to the game without Hasbro Interactive 

taking away from the http://www.hasbrointeractive.com 
pace of the gameplay. : 


The Sims & Livin’ Large Expansion Pack 


T he people that brought you SimCity de- 
liver their most intricate simulation game 
to date in The Sims. This unique game from 
Maxis/Electronic Arts lets you create and 
control people, families, and even whole 
neighborhoods. 

There is no aspect of your little Sims lives 
that is off-limits here. Although they do have 
lives and wills of their own, your job is to be 
their primary motivator. You 
design and decorate their 
homes, filling them with 
the objects you can only 
dream about owning in 


ESRB: T (Teen) 
Availability: 
Now (expansion pack 
- due this fall) 
Electronic Arts 
http:/www.ea.com 


your real life. You can push your Sims into 
marriage, parenthood, and careers, creating 
whole neighborhoods that adhere to your 
every whim. 

One of the more interesting aspects of this 
gamie is the extent to which you create the 
game and its characters with the Internet and 
other users in mind. Like a proud parent, you 
can show off your Sims by creating family 
photo albums with intri- 
cate storylines and lots of 
screen shots. Then you 
can upload them to the 
Sims Web site (http: // 
www.thesims.com). Your 
Sim family will then be 
stored there with the 
thousands of other fami- 
lies in categories such as 
horror stories, romances, 
and tragedies. Log on to 
browse through the cate- 
gories (or search using 


Strategy 


keywords) so you can get an idea of how 
varied—and occasionally unsettling—this 
game can get. Storylines set in insane asylums 
and haunted houses share space with the cast 
of Simmigan’s Island and Tarzan and Jane. 
You can even vote on your favorites. 

The Livin’ Large expansion pack adds new 
career tracks, such as musician, slacker, hacker, 
and paranormal specialist, and interior décor 
styles, such as castle and Vegas lounge. You're 
also given many new items, as well as new 
everyday situations that can befall your Sims, 
such as alien abduction. 

Since its release, The Sims has consistently 
been one of the top selling games, and with 
the recent introduction of a Mac version (not 
to mention the Livin’ Large expansion pack), 
its popularity won't fade any time soon. 

Not bad for a game in which there are never 
any winners. 


by Rich Gray 


SimGity3000 Unlimited 


he latest version of SimCity, SimCity3000, 

has added layers of fun and function to 
the game. New to this version are additional 
disasters, new scenarios, and a variety of fea- 
tures to let you fine-tune and customize the 
game. All these additions make the Unlimited 
version much more than just an add-on to 
SimCity3000. 

Like previous versions of SimCity, 
SimCity3000 Unlimited gives you not only 
the keys to the city but also a backhoe, some 
advisors, and the plumber’s helper. In addi- 
tion to creating a successful city and meeting 
its needs in terms of services, utilities, educa- 
tion, and other aspects, you're also respon- 
sible for putting out the fires, filling the 
potholes, and maintaining relationships with 
your neighboring cities. Bottom line: You’re 
trying to create as pleasant of a place to live 
as possible so the Sims will come to visit and 
never want to leave. 

Enter SimCity3000 Unlimited. Several 
major changes set this apart from previous 
versions of SimCity. The Building Architect 


Plus tool is one. With this tool, you can 
create your own buildings, fine-tuning 
structures to meet your needs. In addi- 
tion, you now have the ability to create 
landscapes and scenarios, and you have 
two new building sets, European and 
Asian, to work with. 

In addition to hundreds of new build- 


ings to play 
with, Sim- ESRB: E (Everyone) - 
City3000 Availability: Now 
Unlimited also Electronic Arts 

gives you new http:/www.ea.com 
ways to turn 


them into piles of rubble. (What good is a 
Sim game without the ability to create havoc?) 
You get four new disasters in Unlimited, in- 
cluding a giant whirlpool, falling space junk, 
plagues of locusts, and toxic clouds. 

True to Sim form, the SimCity Web site 
(http://www.simcity.com) gives you many 
more toys to play with, including download- 
able landmarks, maps and scenarios, chat 
rooms, bulletin boards, and a hall of fame 


section. Those looking to upgrade to 
Unlimited from earlier versions of SimCity 
may want to check with Maxis/Electronic 
Arts before doing so because specially priced 
upgrades were available shortly after Un- 
limited launched, and they may still be 
obtainable. 


by Rich Gray 
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Links 2001 


t's a fine autumn day at your favorite golf 

course. A breeze blows a few leaves around, 
so you take it into account as you tee off. You 
let loose with a nice long shot that your bud- 
dies note with approval. 

That’s life on the more realistic-than-ever 
fairways and greens of Microsoft's Links 2001. 
The company calls the game the most signifi- 
cant Links upgrade in a decade, and judging 
from the list of improvements, Microsoft might 
be right. 


Internet. Along with the stan- 
dard online mode introduced in 
earlier versions, Links 2001 in- 
cludes asynchronous play so it is 
always your turn. As you move 
through the course, you can see 
other players’ shots in a special 
view but never have to wait for 


To move the popular golf series up to the 
next level, designers added a completely new 


graphics-rendering engine that allows courses 


to include shear cliffs, arches, and overhangs. 


Flying birds and falling leaves 
add to the realism, as well. 
Microsoft also retuned the golf 
ball physics model again, en- 
abling players to do such things 
as accurately ricochet balls off of 
canyon walls. 

The 2001 Links also includes 
the Arnold Palmer Course 
Designer, which is the very same 
tool the designers used to build 
their electronic worlds. You can 
re-create your favorite courses 
and design fantastic fantasy lay- 
outs with the same high-quality 
graphics as the in-house team. 

Computer opponents are cap- 
tured in more detail than ever, 
each with their own ball- 
addressing routines and unique 
personalities that factor into the 
way they play the game. They 
also look better than ever because 
of antialiasing techniques that re- 
move the jagged edges usually as- 
sociated with on-screen graphics. 
And, new sound scripts 
make the on-screen golfers 
more lifelike than in pre- 
vious silent versions. You'll 
also find Microsoft has 
added more professional 
players, including Sergio 
Garcia. 

When you get tired of 
pairing up with the com- 
puter, you can challenge 
other real humans over the 
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Tiger Woods PGA TOUR 


hether you enjoy simply 

strolling through beautiful 
golf courses and taking a few 
swings along the way or count 
every stroke and throw your 
clubs into the water when the ball 
takes a bad roll, Tiger Woods 
PGA TOUR 2001 brings realism 
to the screen. 

The latest in EA Sports’ ac- 
claimed 10-year PGA series, the 
2001 version offers up the best 
computer golfing experience yet. 
Along with terrific static screens 
that you could almost frame and 
hang on the wall, dynamic 
camera views follow balls in _ 
flight. In addition, the game de- 
signers analyzed golf ball physics 
to accurately depict flight, spin, 


them to set up at each tee. 


and bounce, Lie and wind indica- 
tors and the easy-to-read greens 
give you the tools to play your 
shots as if you were actually 
standing there. 

Along with the courses 
included in past versions of the 
game, 2001 throws in new links, 
such as Sugarloaf and River 
Highlands. The Course Designer 
gives you the opportunity to 
model local courses or build 
courses that exist only in your 
dreams. PGA TOUR 2001 also 
throws in new pros, such as 
Stuart Appleby and Lee Janzen, 
in addition to Tiger and the old 


gang. 
The 12 different game modes - 

include the PGA Tour, The Skins 
Game, shoot-out, 
match play, four- 

- somes, fourball, a 

driving range, and 

the new Pro-Am 


2001 


mode. As you putter through the 
links, try your hand at the three 
different types of club swing 
modes: the old three-click, a real- 
time mouse-synchronized swing, 
or the analog swing that lets you 
apply real life golf knowledge — 
through fades and draws. 

One of the more innovative 
features in PGA TOUR 2001 is 
Play Against The Pros, which is a 
technology that allows you to 
sign on to a special Web site 
during selected PGA events. As 
the real pros tee off, EA Sports 
records the actual data from the 
event and sends it to your com- 
puter. Their shots are replayed 
on your screen so you cah com- 
pete with the big names. And at 
home, no one will see you break 
that club over your knee. 
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Madden NFL 2001 


here’s a good reason why the Madden series 

of PC football games is one of the most pop- 
ular sports series of all time: It is absolutely a 
blast to play. Each version has been better than 
the last, and Madden NFL 2001 (http://www.ea 
sports.com/games/madden2001) continues the 
tradition of excellence. 

For starters, Madden NFL 2001 will get a 
serious face-lift. The 2000 version had a clunky 
interface that was sometimes frustrating to navi- 
gate. Madden NFL 2001 producer Scott Bandy 
says the new interface is much more intuitive. 
“We dedicated a major portion of our develop- 
ment time to the new interface for 2001, and we 

` think that the users will be very pleased with the 
results,” Bandy says. 

The players will also get a new look. Bandy 
says that EA Sports scanned the faces of 250 
players and added them to the game. That way, 
you'll be able to recognize the face of the line- 
backer that just turned your quarterback into a 

, quivering heap lying on the ground. 

Users also have more control over the look 
of players they create from scratch. Previously, 
users could choose a player's skin tone, weight, 


NHL 2001 


ational Hockey League fans know that 

when it comes to PC gaming, the NHL 
series from EA Sports is the game in town. 
Realistic graphics, fast action, and hard hits 
are trademarks of this series, and they've all 
improved in the latest version, NHL 2001 
(http://www.nhl2001.com). Plus, some spe- 
cific features, such as the updated Face in the 
Game and the customization of team logos, 
have also been enhanced. 

Although the software is still under devel- 
opment, we spoke with the creators to find 
out what's on tap. If you liked the look of the 
game in the past, you'll love the sharpness 
that’s been added. EA Sports focused on 
making this version as “visually stunning” as 
possible by more than doubling the number of 
polygons on-screen, which leads to sharper 
images and more realism. The player models 
have been updated via the Motion Capture 
feature, which uses virtual points placed on 
videos of real-life players to depict all the 


height, and a 
couple of other 
freatures. In 
Madden NFL 
2001, users will 
also be able to 
choose styles of 
facemasks, pads, 
jersey sleeve lengths, 
and gloves to create 
truly unique-looking 
characters. 

Of course, the game wouldn’t be fun if it were 
all style and no substance. Not to worry. 
Madden NFL 2001 still retains the high level of 
gameplay for which it is known and adds sev- 
eral new wrinkles to the game. For example, the 
likenesses of real NFL coaches are included. 
You'll hear the coaches barking orders to the 
players, and playbooks for the coaches are fine- 
tuned to reflect each 
coach’s football philos- 
ophy. Still, you're the one 
calling the plays, and 
Madden NFL 2001 also 


parts of the body 
reacting as they 
should when 
players take 
shots, make 
checks, and 
sprint down 
the ice. 

The office graphics are also better. The NHL 


2001 creators went to the Vancouver arena and 


mimicked it right down to the luxury boxes 
and seats to make it reflective of the actual 
layout. ; 

In the past, some users have been less than 


-thrilled with the AI, and the developers have 


taken those comments to heart. One criticism 
we've heard is that goals were a little too easy 
to come by; even though the goalies were at 
times tough to beat, they lacked support from 
their defensemen. For the 2001 version, devel- 
opers have worked to make the defense 
stronger and there’s now a higher degree of 
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has new options here. Many of 
the plays from Madden NFL 
2000 have been tweaked for 
2001. Plus, you'll be able to put 
- aplayer in motion on any play 
(when you're on offense, of 
course). The most innovative 
improvement on the defensive side 
is the Read-and-React defense. 
Bandy says this feature will let you 
adjust your defensive coverage “on- 
the-fly.” That is, if you call a defen- 
sive play that’s designed to stuff the run and it 
looks like the offense is going to pass, you can 
adjust your coverage without calling an audible. 
EA Sports clearly worked hard to make 
Madden NFL 2001 the best version yet, and it 
succeeded. 


by Michael Sweet 


difficulty in getting around those players, 
making it more of a team game. 

The Face in the Game technology, intro- 
duced last year, lets users take digitized pic- 
tures of a face and place it on any on-screen 
player's body. The feature promises to be 
more user-friendly so that it will be easier to 


_ take nonstandard faces (want to see your dog 


in an Avalanche sweater?) and import them 
into the game. 


by Heidi V. Anderson 
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NBA Live 2001 


W ith the cutting-edge graphics 


of EA Sports’ NBA Live 2001, you may 


forget that’s a monitor in front of you rather than a basketball hoop. 

The seventh edition of EA’s roundball showstopper, NBA Live 2001 
gives fans what they crave. Along with the realistic game play devotees of 
the series have come to expect, players can try out all-new maneuvers, 
such as up-and-under moves, drop steps, baby hooks, turnarounds, and 
fadeaways. Game designers motion-captured NBA star Kevin Garnett per- 
forming a series of high-flying dunks that figure prominently in the play. 

EA Sports revamped the on-screen team members with meticulous ex- 
pression-filled faces and realistic skin textures and tones. Off the court, 
the animated bench and detailed crowd express enthusiasm and excite- 
ment at appropriate moments in the game. Even the coaches get into the 
fray by shouting words of encouragement and mixing it up with the refs. 

When the cheers die down, NBA Live 2001 lets you trade players and 
draft picks to build for a better season next year. If you don’t like who 
you see, the game’ s Create-A-Player mode allows you to design your 


! es com 


own star with customized skin tone, 
height, weight, facial hair, hair color, 
and player ratings. 

Adding to the visual feast is a 
soundtrack built on hip-hop and rap 
songs to keep the momentum going 
whether you're driving to the basket 
or just dribbling around. When the 
computer seems like old hat, go on- 
line to take advantage of the chat and 
match-up features that make it easy 
to find opponents. Just be careful you 
don’t throw a ball through your 
monitor screen. 
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FIFA 2001 


he next release on every 

soccer gamer’s wish list is 
Electronic Arts’ upcoming heir 
to the throne, FIFA 2001. 
Presently available in Japan as a 
Sony PlayStation2 game and due 
to be available in the United 
States this fall, the game also will 
see life in PC-compatible form 
soon thereafter. 

What makes FIFA 2001 so ex- 
citing? From first reports, it looks 
to be about as close as you can 
come to the world’s favorite 
game without getting up and 
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strapping on the shin protectors 
yourself. With the game “camera” 
able to zoom in on particular 
players’ faces, you will be able 
not only to tell one participant 
from another but also read their 
emotions. You'll see players mix 
it up with each other and react to 
events in the game. Even team- 
mates back on the bench cheer, 
chant, and rant along with the 
lively crowd. 

You can play the game in one of 
five modes. In Exhibition mode, 
match up your favorite team 


Under 23 World Championship 


DO's homage to America’s pa: 
_ High Heat Baseball 2001 builds uccess of the: 
waite improved 3-D graphics, many mi gnatui 
baseball superstars, and anintelligent = 
_ crowd noise feature that makes you feel 
like you're really in the middle of the « — 
game. Perhaps most impressive is the - 

“smart” camera that brings the point- _ 

of-view right to the action in the game 

in the same way television producers 

~ pick shots. Of course, the game also 
provides play-by-play commentary, 
which is done here by San Francisco 
Giants announcer Ted Robinson. 

Additional new features also in- 

clude Internet or LAN (local-area net- 
work) play of exhibition, season, and 
playoff games. For game newcomers, 
the batting practice mode lets you try 
out your swing against different Lia a 
of pitches. 

High Heat includes more Dan 750 players from all 30 Major 

League Baseball teams who play at your command in 45 3-D-ren- _ 
dered stadiums, including a couple of classic venues, such as Shibe 
Park and the Baker Bowl, that now exist only in computers and — 
memories. With the Custom Leagues feature, you can set up your 

own league and pick the number of teams included, the length c of 
the season schedule, and playoff criteria. Build your dream team — 
using the simulated amateur draft, free-agent pools, multiplayer _ 
trades, the three-tiered minor league system, the players’ career sta- 
tistical information, and realistic aging curves. Sounds like this game 
hits it out of the park. [ss] 
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against one of the 46 international 
clubs. World Cup mode blasts 
through a World Cup champi- 
onship tournament. The new 


sharpen your skills in entire prac- 
tice matches. 

High-resolution lighting, ani 
mations, shadows, and a respon- 
sive artificial intelligence make 
this the game to have during the 
off-season. 


mode features 16 of the top 
younger teams. In League mode, 
you can take your teams through 
an entire season of kicks and 
saves. Newcomers to the 
game can learn the basics 

in Training mode, where 
you can practice penalty, 
corner, and free kicks; 
throw-ins; and even 
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he original Deer Hunter 
held the number two 
spot in PC Data’s Top 20 list 
at the first half of 1998. Like 
Trophy Bass, it sold in 
droves and proved that hard- 
core gamers are not the only 
source of PC gaming dollars. 
Deer Hunter 3 Gold 

(http:/ /outdoors.wiz 
works.com/deerhunter3gold 
/deerhunter3gold.htm) is the 
latest version of this popular 
series, giving players the op- 
portunity to stroll leisurely 
through a scenic forest and 
fine-tune their hunting skills. 
Along the way, players 
can use scents, calls, and 
hunting stands. Binoculars 
are also available for 
scouting the terrain and, of 
course, potential targets. 
Terrain can be modified 


OWS the viewpoint of the lure under- 
hich players € can drag ¿ and manipulate 


ever fish might b be present. While steering the 
boat and dooping aie may ee Lo 
fis 


Virtual Pool 3 


vV irtual Pool 3 
(http://www.inter 
play.com/vp3) is the latest 
version of Interplay’s top- 
notch bil- 
liards 
simulation 
title. While 
super-accu- 
rate physics 
has always 
been a staple 
for the Vir- 
tual Pool se- 
ries, this 
latest version 
brings 
updated 
graphics, a 
career mode, 
anda 
billiards 
celebrity 
personality, 
courtesy of the supreme 


Deer Hunter 3 Gold 


| http:/www.wizardworks.com 


according to the season, 
allowing virtual hunters to 
track deer in the snow 
if they want. There are 
even night and day cycles, 
and an on-screen gauge 
displays wind direction 
and speed, which can be 
used to help avoid casting 
your own scent downwind 
to the deer. 

Deer Hunter 3 sports a 
thorough selection of 


firearms, from 9mm 
semi-automatic pistols to 
bolt action rifles, shotguns, 
and compound bows and 
crossbows. Multiplayer 

play is available via LAN 
(local-area network) or the 
Internet (through Gamespy), 
and even allows players to 
take on the role of a deer. 
Sadly, the deer only get to 
run away, and they don’t 
get to shoot back, attack 
hunters, or share the 

virtual beer. [6s] 


by P. Bryan Edge-Salois 


ESRB: E (Everyone) — 
Availability: October 2000 


queen of the 
women’s billiards 
circuit, Jeanette 
Lee. 

Virtual Pool 3 offers just 
about every type of pool 
game available, including 
Billiards, Snooker, Nine-Ball, 
four types of Eight-Ball, 
Straight Pool, One-Pocket, 
Cribbage, and more. The . 
career mode lets players use 
$50 to challenge opponents 
in a variety of pool halls, 
building up their skills and 
their bank account. Defeated 
opponents will also relin- 


quish their custom pool cues, 


adding to your trophy case 
of victories. Through the ca- 
reer mode, you can also un- 
lock secret pool halls and 
better equipment (cues), as 
well as find new, more 
challenging opponents. 


Interplay 
http:/www. interplay. com 


The ultimate goal is to 
make enough money to 
challenge Jeanette Lee 
herself at her beachside 
mansion, but it’s a long, 
hard road to get there. 
Fortunately, she can give 
you tips through a variety 
of video tutorials to sharpen 
your game. Virtual Pool 3 
also allows players the 
freedom to make a shot 
from any angle, utilizing 
a free-form camera. In 
addition, it supports 
multiplayer games so you 
can shoot a few rounds 
with your friends. 


by P. Bryan Edge-Salois 
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Simulators 


Combat Flight Simulator 2: ww pacific theater 


here is a never-ending fascination with 

World War IL, especially with combat simu- 
lators, which do their best to re-create the hard- 
ships and triumphs of air battle. Combat Flight 
Simulator 2 (CFS2) is based on the Pacific 
Theater of Operations (PTO) and promises to be 
every bit as exciting as the first version. 

In CFS2 (http:/ / www.microsoft.com/games 
/e3/combat_flight_simulator_2.asp), aircraft 
choices include the F4U-1A Corsair, A6M2 
Zero, N1K2-J George, Lockheed P-38F 
Lightning, Grumman F4F-4 
Wildcat, Grumman F6F-3 Hellcat, 
and more. The emphasis is on re- 
alism, and each plane has its own 
characteristics and is affected by 


weather conditions accordingly. Tucker 
Hatfield, program manager on CFS2, offers 
players some insight about new CFS2 features. 
He says, “Think Flight Simulator 2000 terrain, 
but with improved coastlines, rivers, roads, 
water, higher-detail elevation data, precipita- 
tion, visibility, and turbulence, plus the most 
detailed models of aircraft you've seen in a 
combat game. New visual effects for damage 
include bullet holes and structural members 
that protrude when pieces get shot off. Pilots 
now bail out of damaged 
aircraft. We're shipping it 
with the Mission Builder 
that we used to build our 
own missions, so players 
have the capacity to build 
complete, complex mis- 
sions that can be linked 
into campaigns.” 
Regarding the reoccur- 
ring problem of being shot 
by your wingman, Hatfield 


says, “This is not a problem peculiar to CFS1, it 
was a problem that crops up in many combat 
sims, and it is a tough one to solve. The problem 
stems from wingmen being unable to control 
your actions as they look for a good shot on the 
enemy. . . . In CFS2, wingmen are quite a bit 
smarter about not firing when you're in front of 
them, but if you are maneuvering aggressively, 
it can still happen occasionally. But then, 
friendly fire accidents did happen in real life.” 
Hatfield also explains that during dogfights, 
it’s crucial that players understand the aircraft 
they are flying in order to maneuver it properly. 
He says, “Zeros out-turn anything in the game, 
but they are very fragile. Hellcats are fast and 
heavily armored, but they don’t turn nearly as 
well. In CFS2, you're going to have to learn to 
use those differences to your advantage. Trying 
to fly a Hellcat like a Zero will get you killed. 
Not using every advantage the Zero has against 
a Hellcat will get you killed just as quickly.” 


by Nathan Segal 


Crimson Skies 


he Crimson Skies (http://www 

-microsoft.com/games /crimsonskies) 
adventure takes place in 1937 during the 
Great Depression. The road and railway sys- 
tems have been destroyed all over the United 
States, and rival independent nations have 
formed and are fighting for air supremacy 
amid an unstable political climate. You play 
the role of Nathan Zachary, leader of the 
Fortune Hunters, as you fly fast and low, 
dodging evil pilots, dastardly enemies, and 
femme fatales. 

Chris Cocks, product manager, says, 
“With Crimson Skies, we're trying to capture 
people’s childhood fantasies of what being a 
pilot should be: fun, action-packed, and over 
the top. ... We want the game to make every 
player feel like an ace pilot and Hollywood- 
style action hero. That being said, you do a 
lot more than just fly and fire. In Crimson 
Skies, we let the player hang plane to plane 
as he attempts to steal a British bomber, 
snatch famed scientists from huge battle 
zeppelins, and down bad guys in tree-level 
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dogfights . . . plus, you'll be able to per- 
sonalize the paint jobs of each of your 
planes with your very own pirate logo 
and paint scheme.” 

The sky and cloud detail is vivid, but if 
you wind up in the clouds, you'll never 
know whether open sky is nearby or a 
mountain peak. While engaged in low- 
level combat, the sensation of speed and 
trees whipping by is often nerve wracking. 
A sense of urgency prevails as the ground ` 


or opponents get too close. After being hit, pieces 


fly off the aircraft, fire and smoke appear, and a 


visual inspection will reveal the amount of struc- 


tural damage. In the event of an imminent crash, 
the pilot can bail out, if given enough time. 

For advanced gameplay, Chris says, “Since 
Crimson Skies is an action game at it’s heart, 
be prepared for a wild ride. Use the terrain to 
your tactical advantage, fly through the var- 
ious danger zones throughout the game to 
evade bogies and gain the upper hand. Be 
sure to practice not only dog fighting, but 
skill flying. A lot of times throughout the 


game, you'll have to negotiate some pretty 
tricky situations to come out on top.” 

As a multiplayer option, Crimson Skies will 
support up to 16 pilots at once on the LAN 
(local-area network) or via the Internet at 
Zone.com (http:/ /www.zone.com). 


by Nathan Segal 


B-17 Flying Fortress 2, 
“The Mighty Eighth” 


W orld War I fighter sims are nothing new, but MicroProse is about 
to put a new twist on the old genre with the release of B-17 Flying 
Fortress 2, “The Mighty Eighth.” It’s time to jump out of the old one- 
seater fighter plane and into what most people would consider the most 
dangerous place in World War II: bomber missions over Europe. 

In B-17, you'll be able to do a whole 
lot more than pilot your aircraft over 
various targets. You'll be able to try 
your hand at every station in the plane: 
pilot, ball turret gunner, engineer, radio 

> operator, navigator, and bombardier, 
among others. This is a thoroughly orig- 
s inal concept for a PC fighter simulation. 
One of the great challenges of this 


so simple) act of flying the plane. Most 
cyber-fighter jocks are used to the 
nimble, responsive handling of today’s 
jet fighters, which can pull Immelmanns 
and Split-S curves at speeds that will 
suck your eyeballs back into your skull. 
You'll have no such options flying a bulky B-17. MicroProse promises 
that the physics model for this game will be quite real, so don’t expect to 
outmaneuver the Luftwaffe’s attack planes. 

We anticipate that B-17 Flying Fortress 2 will be a big hit 
with gamers, as long as MicroProse builds the game the right 
way. If MicroProse can deliver the goods, we're more than 
willing to accept them. 


by Michael Sweet 


F/A-18E Super Hornet 


he F/A-18E Super Hornet There are a few 
(http://www.janes.ea.com) ways you can fly the 
is the Navy's cutting-edge not-so-friendly skies. 
fighter jet, and Jane’s Combat You can play the 
Simulations (a division of Instant Action sce- 
Electronic Arts) does an excellent narios if you have an 
job of capturing this beautiful itchy trigger finger and are 
bird in F/A-18 Simulator. looking for a quick showdown. 
The F/A-18 is the only plane There are several scenarios from 
you'll be able to fly in this which to choose. Or, you can 


simulation, but you'll have 
many options at your disposal. 
You can arm the plane any way. 
you like before you go into 
battle, customize the realism of 
the game to your taste, and build 
your own missions. 


choose Single Mission. These are 
more involved than the Instant 
Action scenarios. They last longer 
and are generally more fun and 
challenging. Finally, you can 
choose to go ona full-fledged 
campaign. 


game will no doubt be the simple (or not 


Flight Simulator 2000 r 


T he Flight Simulator series has been proving for = Dy years $ that 
simulations don’t need guns to provide a fun challenge. Flight _ 
Simulator 2000 Professional (http: / /www.microsoft.com/games 
/fsim) is a more expensive option than the standard edition, Flight 
Simulator 2000, but it also comes with more goodies for aspiring pilots. 
You get two extra planes (beyond the new Concorde and Boeing 777- 
300 included in the standard version), editor software that lets you 
tweak flight dynamics, and some high-resolution panels for flying on 
instruments. 

The entire world is included in this package, and although some 
areas are much more detailed than others, you can fly into and out of 
more than 20,000 airports. Twelve cities are modeled in great detail 
(six more than the standard edition has), including Washington D.C., 
London, New York, Boston, and Tokyo. We had a great time just flying 
around and exploring, especially when we imported real-time weather 
using the included tools. The flight model is better than ever although 
still far from perfect. Air traffic control chatter is also missing, meaning 


the skies are still pretty lonely. The improvements over Flight 
Simulator 98 are tremendous, however, and His Simulator 2000 


Professional is a great way to 
learn about the world of 
civilian aviation. 


by Tracy Baker * 


You may 
want to 
check out the 
Training sec- 
tion of the 
game before 
you dive into 
the missions, 
however. 
This game is 

extremely 

detailed, 
and you'll 
need to 
learn a lot 
' about the 
controls, armaments, and flying 
techniques (such as landing on a 
Carrier deck in less-than-pristine 
conditions) before you'll master 
the game. One of the few knocks 
on F/A-18 is the lack of detailed 
instructions. The instruction book 
is fairly thick, but it really doesn’t 
go into the detail that newer 
fighter jocks will need to learn 
how to play the game well. The 


training missions help to alleviate 
this oversight. 

The included missions are cer- 
tainly a blast, but nothing’s more 
fun than a good dogfight between 
friends. F/A-18 includes multi- 
player play so you can do just 
that. 

The minimum system require- 
ments are pretty tame. You'll need 
a computer with at least a 
266MHz (megahertz) Pentium 
processor, 64MB (megabytes) of 
RAM (random-access memory), 
and a 4MB video card that sup- 
ports Direct3D. However, this. 
game really needs a Pentium III or 
equivalent to look and run at its 
best. Jane’s really scores with this 
game. The learning curve is not 
exactly friendly, but gamers who 
enjoy flight sims will no doubt 
love F/A-18. 


by Michael Sweet 
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Sci-Fi Sims _ 


MechWarrior 4: vengeance 


hen Microsoft snapped up FASA 

Interactive Technologies last year, we 
could only guess about the repercussions. 
However, 2000 has been a kind year for 
gamers. The deal adds two impressive-looking 
FASA-based titles for the PC to Microsoft's im- 
pressively long list of forthcoming game re- 
leases: Crimson Skies and MechWarrior 4: 
Vengeance (MW4). (See our Crimson Skies 
coverage in the previous section.) 

The MechWarrior license shifted from 
Activision to MicroProse to Microsoft during 
the past five years. However, we are very glad 
to report that this has not had any detrimental 
affect on MW4. According to Microsoft, MW4 
“portrays the players’ epic struggles to reclaim 
their birthright as they command an awe- 
somely armed 40-foot tall, 80-ton, 90-mile per 
hour war machine across the remote battle- 
fields of a hostile world.” 

Like a professional athlete who is shopping 
with his signing bonus, you'll get to choose 
from 21 customizable BattleMechs, but control- 
ling them is where the fun really begins. Every 
release of the MechWarrior series has featured 
drop-dead graphics, and MW4 is no exception; 


the powerful 3-D engine ren- 
ders superb terrain graphics 
and you will find yourself in 
suspended disbelief in no time 
as you progress through the 
game. The weapon, damage, 
and explosion effects look fan- 
tastic, and in the heat of the 
battle, you will find yourself 
forgetting about the “real” 
world. 

When developing this title, 
the designers made a con- 
scious effort to simplify the 
game. Instead of forcing 
players to navigate a multi- 
tude of keyboard keys, gamers 
will find many of the inter- 
faces simplified and easier to 
use; a prime example is the 
Mech Lab, which many 
gamers previously found daunting. In addition 
to the single-player campaign, MW4 will fea- 
ture a multiplayer game that will expand the 
game’s scope far beyond the realm of single- 
playerdom. 


Star Wars: te space sims 


ucasArts recently crawled into the simulator 


m archives, dusted off the popular titles of X- 
` sound common with newer games. However, 


Wing and TIE Fighter, and bundled them with 
X-Wing vs. TIE Fighter flight school to release 

the X-Wing Collector Series. We also examined 
X-Wing vs. TIE Fighter with the Balance Of 
Power companion and X-Wing Alliance. So, 
buckle yourself into an X-Wing, TIE Fighter, or 
even the Millennium Falcon and get ready to _ 


turn yourself loose in the Star Wars galaxy. 
As the initial title in this simulator series 


(1993), X-Wing is considered the first space 
combat simulator for the PC. With the familiar 
_ movie score by John Williams blasting from 
- your speakers, you can pilot X-Wings, Y- 
‘Wings, and eed throughout the galaxy 
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TE Fighter are classic space simulators so you 


won't find the sharp graphics and surround 


these titles still offer excellent controls, and the 


_ roar of a TIE Fighter or X-Wing sweeping past 
~ your ship should keep you enthralled for hours. 


The X-Wing vs. TIE Fighter game included in 
the Collector Series offers 14 different missions 


_ and a multiplayer option so you can play against 


eight other people via a LAN or modem. For 


_ more missions and Internet multiplayer support, 


ye suggest the full version of X-Wing vs. TIE 
with the Balance Of Power companion 


e Balance Of Power companion sup- 
celerator ds and has an additional - 


ESRB: FP (Rating Pending) 
Availability: Winter 2000 

Microsoft 
http:/|www.microsoft.com/games/mechwarrior4 


” 


The combination of gameplay, graphics, and 
improved interface make this a sci-fi sim that 
you shouldn't miss. [6s] 


by Samit Gupta Choudhuri 


| ESRB: E (Everyone) 
Availability: Now 
LucasArts 
http:/www.lucasarts.com 


_ previous titles. Plus, the ships are easier to ma- 


neuver and you have the opportunity to oy ve 


Millennium Falcon. In Allia 
— other ships i in your fleet d 


Echelon 


T he year is 2351, and the planet 
Velian is the battleground for a 
deadly and treacherous uprising 
that threatens the Galaxy Federa- 
tion and the colonies it defends. The 
Velians, which is an alien race that 
has a dangerous and deadly new 
technology that makes the group 
nearly invincible, are set to throw 
the galaxy into chaos. As a pilot for 
the Galaxy Federation, you are part — 

of a fighter wing dedicated to stopping the rebels. 

This new game, Echelon (http:/ /echelon.bethsoft.com)—not to be 
confused with an earlier game by the same name released years ago— 
features realistic combat that occurs over exotic alien landscapes and 
towering cities. The storyline for the simulation game is well developed, 
and although the game is a space sim, it provides ground-action con- 
flicts and battles. During the fighting, strategizing, and tactics, players 
can win field promotions, advancing from Lieutenant to Commander, 
and more responsibility as to how missions are conducted. 

The game includes an array of aircrafts to choose from, including tra- 
ditional fixed wing helicopters and extraordinary gravity-defying hover- 
crafts. The variety of these aircraft allows for exciting and robust tactical 
combat in both single-player and multiplayer offerings. 

One of the neat things about the game is that using an accelerated 3-D 
graphics cards brings out a number of spectacular effects, such as flying 
dust particles, cool looking reflective water, and an environment so real 
looking that you feel like you're there in the middle of the action. [es] 


by David Noack 


Star Trek: Klingon Academy 


j: ee in your eae between trade routes and meeting new 
creatures from other planets and then blasting their ships into he 
nearest supernova sounds appealing, X: Beyond The Frontier from 
SouthPeak is the game for you. 

- X: Beyond The Frontier lets gamers explore new galaxies while 
_ trading goods or becoming pirates. There are also numerous opportu- 
` nities to improve your diplomacy 
‘skills when you encounter other. 
civilizations. The game features an 

incredible 3-D graphics engine and 
realistic details when viewing dif- 

ferent spacecraft, space stations, or 

factories. 

You start the game as a test pilot 
of a damaged X-Prototype space- 
craft sent from Earth to explore the _ 
universe. Luckily, during your first ` 
meeting with aliens, they loan you 
3,500 credits to start your trading 
career. 

As you build your career as a 
trader, you can equip your ship 
with weapons, establish factories, and eventually upgrade your ship. If 
you enjoy spectacular space battles, you also have the choice to be- 
come a pirate and raid other traders to boost your finances. 

Before you can embark on your trading career, you must first pass 
the training sequence. Although some space simulator training ses- _ 
sions can be frustrating, the X: Beyond training helps you become fa- 
miliar with the numerous flight controls. We opted to use a Logitech 
Wingman Force 3D joystick to test the force feedback chakra of the 
game, and we were pleased with the results. 

We noticed during our tests that it took quite some time to fly be- 

tween factories and different space sectors until we upgraded the ship, 
so the game starts out rather slow. However, as you increase your fi- 
nances and establish factories of your own, the game becomes more 


l f you've dreamed of following 
in the footsteps of Captain Kirk 
and piloting your very own cap- 
ital ship in the Star Trek universe, 
check out Star Trek Klingon 
Academy. As a member of the 
Elite Command Academy, you 
will have the opportunity to fly 
seven different capital ships on a 
variety of solo play missions. For 
those who enjoy multiplayer ac- 
tion, you can work as a team on 
missions or fly different warships 
in deathmatch games. 

Klingon Academy delivers a 
new twist to space simulators. 
Although you can fly the ship and 
fire upon enemy ships with a joy- 
stick, it’s also necessary to provide 


instructions to your crew. Verbal 
orders are given to the crew by 
punching in two- or three-digit 


- codes using the numeric pad on 


your keyboard. 

There are nine possible areas on 
the ship to instruct with these 
three-digit codes, including 
Engineer, Helm, Security, 
Weapons, and Target. You'll also 
use various default keys in con- 
junction with the verbal com- 
mands and joystick controls for 
accelerating the ship, targeting the 
nearest enemy, etc. 

Just don’t expect quick rolls 
and accelerations in this game be- 


- cause the large capital ships you 


pilot need some time to maneuver. 


engaging, ee it hard to take a break from X: Beyond. [as] 


by Buffy Croft -Petell 


Mastering the numerous orders 
and default keys takes some time, 
so if you're looking for a space 
simulator that uses just a joystick 
and a few shortcut buttons, 
Klingon Academy may not be the 
game for you. 

We were impressed with 
Klingon Academy’s spectacular 
graphics and detailed battle se- 
quences. Watching as enemy ships 
lose power and crumple under 
your onslaught is a thrilling expe- 
rience. If you enjoy the idea of 


being captain of a capital starship, 
strap yourself into the Gunnery 
Chair and start defending the Star 
Trek Empire. 


by Buffy Cranford-Petelle 
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Driving 
4x4 Evolution 


4 x4 Evolution. by Terminal 
Reality and Gathering Of 
Developers offers instant grat- 
ification and a bumpy, enter- 
taining ride. Real-world 
sports utility vehicles and 
light trucks bounce through 
16 tracks, each with its own 


. ESRB: E (Everyone) 
Availability: Now 
Gathering Of Developers/ 

Terminal Reality 
http:/;www.godgames.com 


difficulty level and some 
great-looking graphics. 
Drivers begin with a 
simple truck and compete in 
off-road races to win cash. 
The money is then used to 
buy upgrades and to cus- 
tomize the vehicle with brush 
guards, performance exhaust, 
off-road racing tires, and 
heavy-duty suspension. 
The trucks, which include 
a Nissan Xterra and Toyota 
Landcruiser, are smooth 
and detailed down to the 
traction on the tires. Most 
can even do doughnuts. 
Those who use their prize 
money to buy a winch can 
flip over more quickly. 
While cruising around the 
airport, drivers try to avoid 
crashing into gates, trees, 
and on-coming traffic in 
construction zones. 
Obstacles in the junkyard 
environment include fences 
and broken-down tractors. 
While racing through 
trails in the Arizona desert 


_ and Rocky Mountains, drivers 


see detailed airplanes flying 
overhead. 

Although the rugged 4X4s 
look true to life, their crash 
performance is not at all real- 
istic. Accidents lead to more 
bouncing rather than to 
dents or any other physical 
impact on the vehicle. That’s 
because the vehicles are li- 
censed from manufacturers 
who don’t want customers to 
see images of their plush 
SUVs being mashed up at 60 
mph. This off-road ride is 
thrilling. It’s lighthearted. 
You don’t have to bother 
reading the owner’s manual 
or investing time into a 
learning curve before 
playing successfully. 

Although it’s not terribly 
challenging, and the excite- 
ment level drops off quickly, 
it’s fun to get behind the 
wheel and burn rubber. 


by Raya Tahan 


F1 2000 


1 2000 by EA Sports will 
entertain the most se- 
rious of virtual racers. 

Players race in licensed 
cars with all of this year’s de- 
cals and paint schemes. 
Virtual drivers can tune the 
vehicle for a particular race 
or driving condition by tin- 
kering with spring rates, tire 
pressure, gear ratios, and 
other mechanics. 

All 17 Grand Prix circuits 
are accounted for, including 
the classic track at Monaco 
and the Sepang course in 
Malaysia. 

The physics are very real- 
istic, which makes this game 
difficult for casual gamers. 
First-time virtual drivers 
may want to use the braking 
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and steering 
assists, as 
enjoying this 
game re- 
quires a 
mastery of 
the basics. 

A serious 
crash leads 
to body 
damage and 
sometimes a 
mechanical breakdown, both 
of which affect performance 
until they are repaired in a 
pit stop. 

The graphics are a bit dis- 
appointing compared with 
other recent releases. Tires 
that have poor texturing and 
do not look like real rubber 
take up a large part of the 
driver's view. The pit 
crewmembers are flat images 


ESRB: E (Everyone) 
Availability: Now 

_ EA Sports 

http:/www.easports.com 


that contrast with the better 


graphics of this game, like 
billowing smoke and grass 
that flies up when a car runs 
off the track. 


by Raya Tahan 


F World 


Grand Prix 2000 


ew racing games reach a perfect com- 
promise between the driving control of 
high-end games and the fun graphics of 
novice releases. 

But F1 World Grand Prix manages to do 
just that. The interface is intuitive, thanks to 
big, colorful options buttons and sophisti- 
cated graphics. The dust coming off the 
wheels looks realistic as it curls, wafts up, 
and disappears into thin air. 


ESRB: RP (Rating Pending) © 
Availability: Now 
Eidos Interactive 
- http:/www.eidosinteractive.com 


This game offers a high level of control. 
It hugs curves and cruises smoothly. Just 
like real-world racers, virtual Formula One 
drivers can only start winning races after 
they learn how to drive their cars for op- 
timal performance. 

This Formula One simulation is based on’ 
the 1999 World Championship season. It fea- 
tures real teams and drivers. Each car's ap- 
pearance and handling replicates an actual 
car used last year. Eidos installed each car 
with the aerodynamics, braking concerns, 
and wheel force of the corresponding Grand 
Prix vehicles. The best feature is the camera 
angles, which allow for tremendous distance 
viewing and freedom of movement. Drivers 
can toggle between a cockpit view, external 
views from the right and left side of the car, 
and views from the left- and right-side 
mirrors. They can even look behind them to 
size up the competition. When a car spins out 
of control or gets stuck behind a wall, the 
camera pans up automatically into a helicopter 
view that helps the driver see his way out of a 
jam. As the driver gets back on track, the 
camera pans back down to a standard cockpit 
view, which is low to the ground. Accident 
damage is simulated realistically during pit 
stops. Drivers can change a wing or replace a 
tire that was torn during a crash. They have to 
make routine tune-ups such as refueling or 
changing tires for weather variations. 

With user-friendly options and cross-appeal 
to a mass market, F1 World Grand Prixis 
tough to pass up. [ss] 


by Raya Tahan 


Midtown Madness 2 


ook out world: the streets of San Francisco 

and London won't be the same after you hit 
the road in Midtown Madness 2 (http://www 
-microsoft.com/games/midtown2). Whether 
you're cruising along in a hip, sporty Panoz 
roadster or classic, pride-of-England double- 
decker bus, you're sure to attract attention and 
maybe a few trash cans, telephone kiosks, and 


police officers along the way. 


Midtown Madness 2 is the updated version 
of one of the best-selling racing games of 1999, 
and it contains the same tremendous racing 
modes that make this software stand out from 


other racing programs. Quick Race puts you 


right in the middle of your previous race, the 


Blitz and Checkpoint races pit 
you against the clock or other 
racers, Circuit Races place you in 
closed-course tracks around the 
cities, and the new multiplayer 
Cops & Robbers Match will have 
you grabbing as much gold as 
you can carry and protect. Thert 
there’s the newly introduced 
Crash Course mode, which will 
have you training either as a 
Hollywood stunt driver or a 
London cabbie. 

And if you just want to hang 
back and take it easy, the Cruise 
mode lets you check out the city 
in any type of 
weather, time of day, 
and other conditions 
you control, including 
how many pedestrians 
you'll meet and how 
much traffic you'll 
need to avoid. Plus, 
you can learn the 
layout of the city and 
toggle the map on 
and off. 

Along with new 
races and new cities (the original 
Midtown Madness takes place in 
Chicago), you'll find a whole new 
line of cars to drive. Midtown 
Madness 2 introduces nine new 
vehicles, including the Aston- 
Martin DB-7, a London cab, the 
Mini Cooper Classic, and the VW 
New Beetle Dune. So, see if your 


by Heidi V. Anderson 


skills can master driving a Freightliner fire 
truck down narrow San Francisco streets or 
outrunning the traffic in your London cab. 
You won't be able to try out every car at 
first, though. Some cars are locked; you 
earn the privilege of driving these vehicles 
by successfully finishing some of the 
courses or by passing exams on the Crash 
Course. You can also earn custom paint 
jobs, which you may need after contact 
with obstacles, thanks to the improved 
damage modeling that features breakaway 
parts and better details than before. 


ESRB: E (Everyone) 

Availability: Fall 2000 
Microsoft 
http://www. microsoft.com/games 


Motocross Madness 2 


ntense dirt bike riding, stunts 

that will have you holding 
your breath, and stunning ter- 
rains as clear as what you would 
see outside your window (that is, 
if you could pull yourself away 
from your monitor) are the hall- 
marks of Motocross Madness 2 


about this game is that it’s almost 
like six games in one, thanks to 
the different events: Stunt Quarry, 
Baja, Enduro, Nationals, 
Supercross, and Multiplayer Tag. 
Prefer to hit the trails on your 
own? The new single-player ca- 
reer mode lets a racer start out as 


(http:/ /www.microsoft.com a rookie and build a career as a 
/games/motocross2), Microsoft's Supercross star. Or, do you get 
sequeltoPC your thrills out of challenging 
Gamer's Best other racers? Then the multi- 
Racing Game _ player features are for you. 
Of 1998. Motocross Madness 2 lets you 
Motocross score ranking points and create 
Madness 2 leagues, teams, and tournaments 
of your own. 
ESRB: E (Everyone) Plus, you can 
a Availability: Now Ompele 
Mm Microsoft > ma n 
ih aa o microsoft. cone Gor 
cuits such as 
builds upon all the action of the the Enduro and Baja. 
original program with some awe- This latest version's graphics - 
some new features. have been seriously beefed up, 
Players compete on a variety of and developers estimate that the 
racing tracks, from fast actionon graphical detail is six times 


the pro circuit to racing through 
the wilderness of Chiricahua 
National Forest, in a variety of 
ways. One of the great things 


greater than in the original ver- 
sion. Most noticeable are the new 
3-D objects, including hay bales, 
trees, and police cars; you'll find 


more than 50,000 of them. The 
clear graphics aren't the only 
reason this game is realistic, ei- 
ther. You can even build your 
own brand-name Yamaha, KTM, 
Suzuki, or Honda bike. 

In addition, Supercross star 
Stephane Roncada, who, when he 
isn't developing software, is win- 
ning races in “real” life as the 
Eastern Region 125CC Supercross 
champion, has helped design 
some of the more than 40 tracks in 
Motocross Madness 2. You can 
create your own races, too. 
Motocross Madness 2 lets users 
customize their own tracks, 
adding objects such as trees and 
using a tool in Adobe Photoshop 
to create jumps and modify 
grades on the courses. 

As the installation CD-ROM for 
Motocross Madness 2 warns, 
don’t try these moves in your 
backyard because potentially they 
could be extremely dangerous. 
But for safe heart-pounding 
action, you won't have to hit the 
outdoors—just head for your 
computer. 


by Heidi V. Anderson 
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Driving 


Need For Speed: 


Porsche Unleashed 


he original Need For Speed (NES, 

http://www.needforspeed.com) was re- 
leased in 1995 and received critical acclaim 
from both reviewers and gamers alike. 
Previous iterations of NFS featured exotic ve- 
hicles, such as the Acura NSX, Dodge Viper 
RT/10, Ferrari F50, McLaren F1, Lotus Esprit 
V8, Ford GT90, and Lamborghini Diablo SV, 
to name a few. Need For Speed: Porsche 
Unleashed is the seventh game in the series 
(if you include both SE versions) and may 
possibly be the best yet. 

As its name implies, Need For Speed: 
Porsche Unleashed (NFS: PU) focuses on one 
manufacturer: Porsche. What you give up in 
several exotic sports cars is made up for with 
80 different Porches. If the car you want to 
drive ever existed as a Porsche, then it’s 
probably available for you to drive in this 
game. In addition, some cars for NFS: PU are 
available for users to download via EA’s offi- 
cial game Web site (http:/ / www.ea.com). 

Graphically, the game performs beauti- 
fully. Cars in this series have never looked 
better. Lights can be turned on and off. Brake 
lights flash as they should, and graphical 


ESRB: RP (Rating Pending) 
Availability: Winter 2000 
Electronic Arts 
http:/www.ea.com 
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effects, such as shadows, 
reflections, and driver 
animations, look stellar. 
Furthermore, the back- 
grounds are beautiful, 
and the game’s nine 
tracks 

look incredibly cool. To date, these tracks 

are probably the nicest we've seen in any 
racing game. 

Like the games before it, NFS: PU includes 
single-player, tournament, and knockout 
modes. However, the new Evolution option is 
completely fresh, and it adds a lot to the game. 
Evolution is NFS: PU’s career mode. You start 
the game with a measly $11,000 and an old 
Porsche. Then, you make more money as your 
skills progress. Making money, in turn, lets 
you repair, upgrade, and buy new Porsches. 

We had some fun with the Factory Driver 
mode. Here, you take on missions to deliver 
Porsches. But before your deliveries begin, 
you can hone your skills on the test tracks. 
Damaging your car in many of these sce- - 
narios is just asking for trouble, and it causes 
you to lose. Still, this is the place where ` 


| weeare 


RSPEI FU 


ESRB: E (Everyone) 
Availability: Now 
Electronic Arts 

http:/www.ea.com 


you'll learn various driving techniques 
that will serve you well elsewhere in the 
game. 

Overall, NFS: PU is the most enjoyable 
Need For Speed title that we've played. Note 
that this game is not trying to usurp hard- 
core racing sims such as Papyrus’ NASCAR 
Racing 4 or MicroProse’s GrandPrix 3. 
However, NFS:PU does succeed superbly as 
an arcade racer with a fairly strong dose of 
realism. If you absolutely hate Porsches, this 
is not your game. Otherwise, for the rest of 
us, one of the finest arcade racers to hit the 
PC awaits. 


by Samit Gupta Choudhuri 


Motor City Online 


he upcoming follow-up to Need For Speed: Porsche Unleashed is Motor 

City Online (http:/ / www.needforspeed.com/motorcity). In this 
departure from the traditional high-tech modern speedsters you drive in the 
typical Need For Speed game, you'll step back into history and race the old 
American hot rods of a long bygone era. Another radical departure has this 
game as a predominantly online release. EA renamed the game to Motor City 
Online after first showing the game at the Electronic Entertainment Expo this 
summer, and that alone was a powerful indicator for the direction of the game. 

With Motor City Online, you will be able to build and bet your cars. In the vein 

of other titles, such as Ultima Online , Motor City Online will be charging a sub- 
scription fee for users to play it. Also, the design specs make this racer sound like 
a driving RPG. All will be clear when the game is released this Christmas. 


by Samit Gupta Choudhuri 


Groovy Bunch Of Games 


roovy Bunch Of Games by 3DO certainly provides enough choices 

for the game player. The opening screen is in a ‘70s style, graphics 
like those once done by Peter Max, though with colors more complex in- 
stead of the deeper, simpler colors Max used. The aim is to provide, ac- 
cording to 3DO, “cool” family entertainment. Certainly, there are 
enough choices here to keep the kids and adults in even an extended 
family very busy. 

Casino games alone offer five versions of slots and five versions of 
video poker. Moving to card games, you find Spades, Hearts, Old Maid, 
Crazy Eights, Go Fish and Blackjack. The games are modestly but nicely 
animated, with sufficient movement to keep up interest, even beyond 
the standard rules and regulations that have kept people playing these 
games for many, many decades. 

Solitaire games versions include, Calculation, Aces Up, Scorpion, 
Canfield, Klondike and Fortune’s Favor, and a few more. 

As for virtual board games, Groovy 

Bunch Of Games includes chess, 

backgammon, reversi, dominoes, 
and checkers. Add to that 20 box 
battle games, six types of memory 
games, and 15 varieties of puzzle tiles, 
and the rainy day can sit outside and 
wait forever. 

3DO aimed at wide spectrum enter- 
tainment here and hit the target, with 
easy to use playing environments, fun 
sound effects, and some interesting music 
to help move the action along. To top it all 
off, system requirements start at a Pentium 
133, thus making this an easy-to-load 
game for almost anyone. 


by Charles Self 


Clue Chronicles: Fatal Illusion 


Hoyle Card Gok 2000 


' ierra’s Hoyle Card Games 2000. presents ae choices to a — 
you dizzy. There are 14 games, often with variations within each _ 

selection (Solitaire has 30 variants provided). And some, like bridge 
and Crazy Eights, are complete in their original context, with varia- 
tions, light animation, and opponents added. 

Cribbage offers no variants but has one of the longest and fanciest _ 
cribbage boards we've ever seen. The board, the crib, and the deal are 
all regulation, as are the rules. It’ 
is fun for those who can keep 
track of cards well, and a bit less 
fun for those of us who don't. 

Euchre offers the standard eu- 
chre rules and works only with 
four players (the CD can provide 
opponents as it can with any of 
these games). 

Gin Rummy has its usual 
tules, with no added complexi- 
ties, but interesting light animation. 

Go Fish is as much fun to play as it 
was when we were kids. The animated 
fish leaping into and out of the fishpond 
are nicely done, as is the chatter be- 
- tween characters. The basic game sets up with four players. 

Hearts is about as obsessively competitive as it is in any other ver- 
sion. Memory Match is a lot of fun when you win. (What game isn’t?) 
The medium scale is really fairly easy and quick. (It took us 51 
leisurely seconds to win.) 

Old Maid is as much fun as ever it was, s, with a troll card going to the 
loser. Poker is a quick and easy five-card draw game. Lots of fun (if 

_ you like poker), with interesting opponents. i 

Solitaire comes in 30 variants, some of which you'll recognize, some 
of which you won't. Spades has never been our favorite, but this ver- 
sion worked well for those who like it. 

War has some great animation of tanks, with a helicopter that roars 
over the losing side when “war” is declared. 

Overall, Hoyle Card Games is an excellent, well done collection. [es] 


D on’t have a “Clue?” Check 
out Hasbro’s three CD ver- 
sion, Clue Chronicles: Fatal 
Illusion, of this dining room table 
standby. The graphics are pre- 
sented dark-edged, but nicely de- 
fined to give both a forbidding 
look and a nostalgic feel—it’s set 
in the late 1930s. This exception- 
ally well done triplet offers a huge 


variety of possibilities, including - 


settings inside a mountaintop 
castle, on board a yacht, and on a 
cable car. 

Animation is superb and set-up 
is fast. Each storyline has four 
acts. There are plenty of red 


herrings, mysteries, and puzzles— 
enough to satisfy the most de- 
manding enthusiast. 

The Fatal Illusion CDs present 
mystery and adventure fans with 
the usual twisted plot lines laced 
with politics, wealth, and the su- 
pernatural. As we move from 
room to room in the castle, we get 
a 3-D view of our surroundings. 
We collect clues in the echoing 
castle spaces, and go on to inter- 
view all the suspects, from 
Professor Plum to the steamy Miss 
Scarlet. 

Connections between guests are 
well hidden and take some astute 


by Charles Self 


questioning to draw out, adding 
to the fun of this classic game. 
There are puzzles galore and 
smaller mysteries within mys- 
teries that must be solved before 
the final resolution is possible. 

The animation is truly impres- 
sive, though the game 
doesn’t install as easily 
as we would like. It 
finally got up and 
running after several 
attempts. 


This is a good buy. For the 
most fun, play Clue: Fatal Illusion 
ona dark, dank, rainy afternoon 
in a room lit only by the computer 
screen. 


by Charles Self 
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Parlor & Puzzle 


Monopoly Casino 
asbro’s Monopoly Casino winnings (until the 
includes Pai Gow Poker, Vegas or Atlantic City 


Keno, Slots, Blackjack, Craps, 
Money Wheel, Video Poker 
(with a dozen different ver- 
sions), and regular Poker, with 
four types (Texas Hold ‘Em, 
Omaha Hold ‘Em, seven card 
stud, and five card draw). 

The Pai Gow poker is, in our 
opinion, an OK game, but the 
Keno is enough to ruin any- 
one’s wallet in real life, and 
this CD version carries with it 
the same ruin for the supplied 

` fantasy wallet. Slots are slots, 
on-screen or off, but the anima- 
tions here are excellent. 

Blackjack is one of our fa- 
vorite games. It’s a fairly 
simple game where, in real 
life, card-counting can create 


casino catches on to 
your counting). Similar 
attention to detail works here, 
though it is more fun to simply 
work strategy. 

Craps has a standard dice 
table, not a back alley or bar- 
racks floor deal which might 
be more familiar to many of us. 
The dice do slow rolls, and, if 
you enjoy trying to make your 
point, you'll love this version. 

Money Wheel is another 
wallet breaker. Make your bet, 
pick your number, and spin. 

Video Poker, with its dozen 
versions, gives lots of selec- 
tions, the thrill of seeing slot 
machines spin, and sometimes, 
the thrill of winning. We've all 


whiled away time with similar 
versions, and this one is very 
well done. 

Poker in its variant forms is 
always interesting. We stuck 
to seven card stud and five 
card draw. We loved it, in- 
cluding the animation of the 
mustachioed Monopoly round 
head as dealer. That feeling 
may have been influenced by 
arun of good luck that finally 
left us ahead of our selected 
starting total. 

In short, Monopoly Casino 
is a good buy. 


by Charles Self 


Hoyle Board Games 2000 


oyle Board Games 2000 

from Sierra is a selection 
of 14 traditional board games 
that work exceptionally well, 
for the most part, on the PC. 
These games are probably 
more likely to appeal to de- 
voted board game players 
rather than to a general gaming 
audience. 

Mancala is an old stone 
game and can be a lot of fun 
with the animation presented 
here. Battling Ships is a ver- 
sion of Battleship that has been 
updated to include an aircraft 
carrier, a submarine, a de- 
stroyer, and a patrol boat. The 
resulting deployment and 
bombardment details (some- 
times by missile) are as much 
fun as in the original games. 

We found the Zen Bones too 
Zen for us. The backgammon 
game was standard, witha 
basic backgammon board. This 
ages-old game (medieval, 
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we're told) has some added 
allure in its PC format, but 
we weren't blown away. 

Reversi is a version of 
the ancient flip-over game, 
and it animates well, 
yielding a great deal of quiet 
fun. The markers in this 
computer version are trans- 
parent, and changes are im- 
mediate, so players don’t 
have to reach out to the board 
and reverse tiles. 

Yacht is an animated ver- 
sion of Yahtzee and as such, is 
as fascinating as the original 
game, with added points for 
the modest animation used. 
The dice cup and dice are ani- 
mated, done nicely in what 
seems like 3-D, and points are 
added as rolls are made 

Checkers might be said to 
be “same old, same old,” but 
the game itself holds a dis- 
tinct fascination, and the 
grandmotherly opponent 


the computer offers by de- 
fault can be daunting. (Other 
opponents are available 
upon request.) 

Placer Racer presents sticky 
balls that you must shoot to 
dislodge lines of other sticky 
balls. The animation concept is 
interesting, though you might 
argue that is not a distinct 
board game. 

Overall, we found Hoyle 
Board Games 2000 to be 
an eclectic, worthwhile 
collection. 


by Charles Self 


York, Los Angeles, aching, ee 
Chicago, Boston, Dallas, San Francisco, 
Atlanta, Seattle, and Toronto. You may also _ 
use included clip art to customize the board — 
as any place you imagine or.set up your own 
town or city as the place of choice. 

The various symbols used as play pieces are - 
animated and move along as required, or or- 
dered, in interesting fashions 

fede pak as accent on ree z 
schedule won't allow a full-blown Monopoly 
game. On the other hand, a computer oppo- 
nent is probably the most suitable kind if you 
want to break some long-running gamé 
records: The longest Monopoly game in his- 
tory took 70 days. If you have that kind of — 


“spare time, you may be able to get this CD ver 
— —— 


_ Monopoly i is possibl y the most popular 


Pandora’s Box 


W feel it’s important to tell you this up front: Pandora’s Box 
(http://www.microsoft.com/Games/pandorasbox) is an ex- 


Microsoft 


Pa 
x 


PANDORA'S BOX 


tremely addictive game. It’s 
better you find out now, rather 
than realizing it as the sun rises 
after 12 straight hours of game 
play. 

Alexey Pajitnov, the designer 
of Tetris, created the hundreds of 
puzzles in Pandora's Box. 
However, don’t expect a carbon 
copy of Tetris. In this game, you 
must solve several puzzles to find 
pieces of Pandora’s Box. When 
you find all the pieces and solve 
the final puzzle at each of the 
seven levels, you win the game. 


The game has 10 types of visual puzzles, most of which involve 
matching sections of the puzzle to re-create a famous piece of art or a 
photograph of a major city landmark. The puzzles become more com- 
plex as you advance, and as you solve the puzzles, you receive hints and 
free passes to solve other puzzles. These hints and free passes will come 
in handy during bouts of frustration. (You'll probably have them at 


some point.) 


Pandora’s Box isn’t for everyone. If you don’t enjoy visual puzzles, 
or if you're looking for the quick-thinking, arcade-style challenge of 
Tetris, you won't find it here. What Pandora’s Box does provide is a 
relaxing series of challenging and visually appealing puzzles that 


ESRB: E (Everyone) 
Availability: Now — 


Microsoft Games- 


http://www.microsoft.com/games — 


make it hard to turn off the 
computer. 


by Kyle Schurman 


Puzzle & Parlor 


Who Wants To Be A Millionaire, 
Second Edition 


i | n creating its popular television show, “Who Wants To Be A 
Millionaire?,” ABC combined two American icons: Regis Philbin 


, and money. Unfortunately, with the Who Wants To Be A Millionaire, 


Second Edition CD-ROM game for 
Windows or Macintosh computers 
(http:/ /bvinteractive.go.com 
/millionaire/second_edition), only 
one of those icons, Philbin, is in- 
cluded— you'll have to settle for 
winning imaginary money in the 
at-home version of the game. 

However, a real monetary prize 
is about all that’s missing from this 
game. Regis offers a voiceover 
throughout the game, speaking 
with you as though you're a con- 
testant. You can use three lifelines 
to help when you're stumped by a 
question, just as with the TV show. 
When more than one person wants 
to play, a “Fastest Fingers” seg- 
ment determines the participant. The show's theme music and Regis’ 
dramatic pause after each answer are built into the game, too. 

Jellyvision, which developed the extremely popular You Don’t 
Know Jack software trivia-game series, developed Millionaire 2, and 
Jellyvision’s influence shows. Much of Millionaire 2’s animation, its 
overall feel, and even the smart-aleck responses from Regis are similar 
to the various Jack games. 

We'd love to tell you how the game treats a $1 million winner, but, 
uh ... we don’t want to spoil it for you. (It has nothing to do with the fact 
that we used all our lifelines before the $1,000 question. Really.) 


WHO WANTS TO BE A 


ESRB: E (Everyone) 
Availability: Now 
Buena Vista Interactive 
_ http://bvinteractive.go.com 


by Kyle Schurman 


Shanghai: Second Dynasty 


hanghai: Second Dynasty 

(http://www.activision.com 
/games/shanghai/games 
/2nddynasty) attempts to bring 
the games of the Orient to your 
Windows or Macintosh comput- 
er's Desktop. Second Dynasty in- 
cludes 10 games, headlined by 
Mah-Jongg. In addition, three 
new games, including American 
Mah-Jongg, have been added to 
this, the second version of 
Shanghai: Dynasty. 

You play each of the included 

games with a set of tiles. You can 


select from several sets of tiles, 
though, which can make the 
game a little confusing. (In addi- 
tion, you can import your own 
tile sets using the images of your 
choice.) The sets of tiles are sim- 
ilar to playing cards, featuring 
different suits and numeric tiles. 
However, the tiles are different ` 
enough that you will need to 
learn each of the symbols before 
playing the game. Second 
Dynasty does have a helpful 
right-click feature for identi- 
fying tiles. 


Many of the games are soli- 
taire-based, asking you to make 
matches of identical tiles within 
your hand or on the game board. 
In the multiplayer games, you 
can choose to play against com- 
puter players, or you can play via 
the Internet against other human 
players. 

If you want to learn to 
play Mah-Jongg, 
Shanghai, or one 
of these games’ several 
variations, Second 
Dynasty will help you. 


Although, we'd like to see more 
of an explanation of strategies for 
playing the various games. You'll 
have more success with the 
games if you're at least a little fa- 
miliar with the rules and the var- 
ious tile sets. 


by Kyle Schurman 
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Puzzle & Parlor 


Sheep 


na demonstration of the same subtle, un- 

derstated sense of humor that produced 
“Fawlty Towers,” “Mr. Bean,” and “Monty 
Python’s Flying Circus,” the English are about 
to grace the world with a new computer game 
that revolves around the antics of sheep and 
their herders. 

Sheep, which is due out in time for 
Christmas from Empire Interactive, is an 
arcade-like game that builds upon the 
premise that sheep were originally intelligent 
aliens sent to Earth eons ago to guide the de- 
velopment of the planet and its inhabitants. 
Unfortunately, they got caught up in the 
planet's beauty and soon devolved into 
stupid herd animals. Now, the space sheep 
have returned, and you have been drafted to 
bring their wayward Earth cousins back to 
the fold. 

Although the premise may be odd, it’s a 
solid beginning for a rambunctious romp. As 
the herder, you must guide the sheep through 
seven worlds, each of which has four labyrinth 
levels. The only trouble is that it’s virtually im- 
possible to control the sheep because they're 


frightened of you and shy ° 
away each time you ap- 
proach. Without getting so 
close that you scatter the 
flock, you must use this nat- 
ural repulsion to usher,them 
through the maze. 

Shepherds must complete 
each level within a predeter- 
mined time limit and often 
face the difficult decision of 
going back to collect a stray 
lamb or moving the flock. 
You can pick up extra points 
for guiding the herd through . 
sheep dip tanks, jumping 
them over cows, and 
knocking over country line- 
dancers. But you have to 
avoid herding them within 
harm’s reach of corn sharks, forklift-driving 
bulls, hobby horse-mounted knights and, of 
courses, dreaded fire bunnies. 

The game is full of puns and sight gags, 
but they're neither risqué nor tawdry. Empire 
Interactive spokesman Stephen Wickes says 
the game will be targeted for people five and 
older. In fact, Wickes says two people at a 


Availability: Winter 2000 
Empire Interactive 
http:/www.empire-us.com — 


time can play, and he wouldn't be surprised 
to find both child and parent playing the 
game together. 


by J.W. Huttig 


You Don’t Know Jack 


Y ou Don’t Know Jack isn’t Trivial Pursuit, 
and it isn’t Jeopardy!. Instead, think of 
playing “Win Ben Stein’s Money” while pat- 
ting your head and rubbing your stomach. It’s 
as much a game of reflex and hand-eye coordi- 
nation as it is of intellect. 

On the surface, YDKJ is a simple multiple 
choice trivia game. The questions aren’t partic- 
ularly difficult; in fact, any Mensa wannabe 
would clean up if it weren't for the pace. YDKJ 
can spit out questions about as fast as an Uzi 
spits out bullets. 

Take the Jack Attack questions, which in- 
volve matching words, things, or ideas: Who 
was Gerald Ford’s running mate—Bob Dole, 
Nelson Rockefeller, or George Bush? What 
word describes a class of law, a type of sense, 
and a park in Boston? That's not so hard, un- 
less you have just a second or two to select the 
right answer from a long list of choices that 
pop up on your computer screen. And, the 
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game throws in a hefty quota of answers that 
don’t match anything. 

One, two, or three people can share a key- 
board and play YDKJ. As soon as the 
question appears, the first player to 
press the “buzzer” (the Q, B, or P key) 
gets to answer. If you miss the question, 
you not only lose points, but you also 
give your opponent an opportunity to 
answer..You also can go online and play 
against other people on the Internet. 

YDKJ features an audio track that 
mimics a television game show, com- 
plete with an obnoxious host who 
announces the questions. The audio 
track exhibits a very artificial feel by 
noting players’ responses and making 
comments. 

There isn’t much difference between 
the first YDKJ game and the newest, in 
either the difficulty of the questions or 


é 


the way the game is played. Be warned, how- 
ever, that some editions of the game skirt the 
edge of bad taste. If you're easily offended, 
you may want to exercise caution. 


by J.W. Huttig 


Istanbul was once called: 


Marmara 
Izmir 
Turkay 


Constantinople 


Arnold 


Monopoly Jr. 


f you have a budding developer in your - 

house, then Monopoly Jr. is an inexpensive 
way to encourage his skills. Monopoly Jr. is 
Monopoly shrunk down to kid size; kids can 
play alone (against the computer) or with 
friends, Supervision and instruction is pro- 
vided by Mr. Monopoly who hosts the game, 
telling the players what to do and when. He 
calls the order of play and it’s like having an 
adult (with endless patience) supervise. 

The board is slightly smaller than a full- 
sized board, but the basics are all there, the 
Railroads, Chance, and Go. The cars move 
around automatically and screech on the cor- 
ners. The Monopoly Properties are all amuse- 
ments, such as Puppet Show, Roller Coaster, 
and Miniature Golf, and their prices are kid- 
sized ($1 to $4). When a player buys an amuse- 
ment, the ticket booth (hotel) is included, thus 
simplifying the game play. When you get a 
Chance card or land on someone else’s prop- 
erty, you'll see wonderful animations. 

The game has an excellent design, and Mr. 
Monopoly is a great addition, effectively re- 
moving the need for an adult’s presence. The 
game board is colorful and the background 
carnival sound effects are exciting enough 
without being overpowering. The money is 
all scaled down for kids, and it’s automati- 
cally calculated and displayed foreach _ 
player. When it’s time to pay, the denomina- 
tion of the notes (from $1 to $5) makes it easy 
for even small kids to work out what to pay. 

You'll find Monopoly Jr. is a great way to 

. introduce kids to Monopoly. 


by Helen Bradley 


Frogger 2 


g rogger has been around 
since the video game 
days of the early 80s. Hasbro 
Interactive more recently re- 
leased it, and now Frogger 2 
will hit the stores soon. 
Frogger is a frog who lives 
in a swamp with a number of 
his friends, including Lillie 
Frog and Swampy The 
Crocodile. Frogger’s chal- 
lenge is to save the baby frogs 
that are scattered around the 
various worlds that Frogger 
inhabits. Only when all the 
babies in one level have been 
rescued can you move to the 
next level. Along the way you 
can pick up extra lives and 
collect coins to-gather 
bonuses. Frogger can jump, 
stick out his tongue to pick up 


items, croak to locate the 
nearest baby frog, and super- 
hop and double-jump. 

This game is all about 
moving fast and confidently 
while avoiding being bitten 
by bees, run over by lawn 
mowers, or crushed by pis- 
tons. It isn’t an intellectual 


Family & Children 


challenge but it is lots of 
good fun, and there are 
plenty of lives available at 
each level so the game is 
challenging and achiev- 
able even if your 
eye/hand coordination 
isn’t the best. 

There are more than 
enough levels to enjoy and 
the sound and animations 
are sufficient to keep you 
entertained, especially 
since there is little time to 
sit back and enjoy the 
scenery. You can play Frogger 
2 in single or multiplayer 


- -mode or online at sites such as 


MSN Gaming Zone. The game 
works well with a standard PC 
keyboard, but a joystick may 
make movement easier. 


by Helen Bradley 


Sa AD ARS EES SE MEI TER I STE SI OT YE EE E TTA SV a TET a 
Atari Greatest Hits 


f you remember the hours 

and the money you spent 
playing Pong in your youth, 
then you'll love Atari Greatest 
Hits. The program contains 12 
great arcade classics from the 
70s and 80s for your PC, in- 
cluding Pong, Asteroids, 
Centipede, Tempest, Gravitar, 
Millipede, Battlezone, 
Warlords, Missile Command, 
Super Breakout, Asteroids 
Deluxe, and Crystal Castles. 
It’s all the fun of the arcade 
without having to spend a 
quarter (except 
of course to buy 
the game). 

The game 
comes on two 
CDs with six 
programs on 
each, and it in- 
cludes manuals 
containing his- 
torical detail 
and default 


keystrokes. You can play 
using a joystick, but for most 
games you'll find the key- 


board and/or mouse are suffi- 


cient. The CDs also contain a 
grab bag of additional mate- 
rial, including video inter- 
views with the 
original game de- 
signers, pictures of 
Atari gaming memo- 
rabilia, and a collec- 
tion of Desktop 
themes. 

Players new to these games 
as well as those of us who 
grew up with them can enjoy 
the thrill, skills, and addictive 
nature of these early arcade 
games. The graphics and 
sound aren’t groundbreaking 
by today’s standards, but they 
are reminiscent of the games 
that you're playing. If your 
scores are worthy of sharing, 
you can also post them to the 
Web, letting you compare 


your skills with those of 
players around the world. 

You may not love all these 
games but for the price (less 
than $2 a game), you're get- 
ting a slice of gaming history 
on your desktop and a 
unique chance to wander 
down memory lane and visit 
those early days of arcade 
gaming. 


by Helen Bradley 
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Parlor & Puzzle 


MTV Music Generator 


D o you want to make music? Skip the trip to your local recording 
studio and create and edit audio tracks on your computer with 
MTV Music Generator from Codemasters. The software features a li- 
brary of prerecorded music styles, known as riffs, for creating your own 
audio files and a video editor to design music videos to accompany your 
tracks. The MTV Music Generator is nearly effortless to use and is ideal 
both for the beginning mixer or those who are familiar with music- 
making applications. 

To use the program, you add audio from the riff library to a music track 
using a song track screen. From the song track screen, you can alter the 
pitch or use special effects, such as note vibrato, to customize the track. 

You'll find over 3,000 riffs to choose from in various styles, such as Rock, 
House, and Techno, or you can use a microphone to record your own 
audio clips to oe to a song track. Audio clips from a prerecorded CD can 
be recorded and added to the 


ESRB: E Everyone) track, and you can save the 
Availability: Now — completed track file to a CD- 
Codemasters — ROM or convert it into an 


3 http:/www.codemastersusa.com 


MP3 file. 

MTV Music 
Generator also has the 
capabilities to conduct 
jam sessions with up 
to three people using a 
network or the 


Star Wars Sener Bombad | Racing — 


S tart your engines and race a kart through the Star Wars galaxy 
with Super Bombad Racing. Although this game is bound to ap- _ 
peal to Star Wars fans, Bombad Racing is sure to be a hit with those . 
families who enjoy multiplayer kart games such as Mario Kart 64, as 
well. We were able to test our Force powers during a preview of 
Bombad Racing at a recent tradeshow, and we found a game \ with ex- 
citing tracks and humorous characters. 
 Bombad Racing features eight big-headed Star Wars characters: 
Darth Maul, Yoda, Boss Nass, Sebulba, Queen Amidala, Jar Jar Binks, 
Obi-Wan Kenobi, and Anakin Skywalker, each crammed into their _ 
own personalized kart racer. As one of these characters, you can race 
on nine different tracks in various locations of the Star Wars galaxy, 
such as Tatooine and the Naboo swamps. 

Along the tracks, you will find shields and power-ups, as well as 
items that give special powers to each character so they can launch a 
lightsaber at a fellow racer or use the Force to send an opponent off the 
track. Depending on the character you choose to play, each racer han- 
dles differently, so mastering each kart is a lot of fun. . 

According to LucasArts, there will be four racing modes available 
with Bombad Racer: Versus, Co-op, Challenge, and Arena, so you can 
race a character against computer opponents or engage in a multi- 
player game. This game looks like it will be a hit with both young and 
old kart racing fans. For a glimpse at some screenshots from the game, 
visit the Bombad Racing page at http://www.lucasarts.com , 


Internet. 


by Buffy 
Cranford-Petelle 


Nerf Arena Blast 


orget the days of playing 

dodge-ball with a Nerf foot- 
ball in the backyard. With Nerf 
ArenaBlast from Hasbro Interac- 
tive, you can participate in a first- 
person shooter deathmatch to 
hone your targeting skills. The 
game closely resembles the tour- 
nament play of Quake II and 


Unreal Tournament, with winding 
corridors and superior graphics, 
but minus the gore that often ac- 
companies the “kill” of an oppo- 
nent. ArenaBlast is a great game 
choice for some nonlethal 
Styrofoam-shooting action. 

Nerf ArenaBlast features three 
different events: PointBlast, 
SpeedBlast, and BallBlast. In 
the PointBlast event, you are 
equipped with an energy suit 
and a basic blaster, and the ul- 
timate goal is to collect points 
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/products/bombad/. Bombad ey was si by the aE 


Learning group at Lucas- 
Arts and will be available 
in the spring of 2001. [es] 


by Buffy Cranford-Petelle 


by hitting players and targets. 
You'll also find more powerful 
Nerf blasters and ammunition 
randomly placed in the numerous 
corridors. 

In SpeedBlast, you score points 
by collecting multicolored flags 
before your opponents capture 
them. Plus, you are equipped 
with a Nerf blaster to slow your 
opponents down. The BallBlast 
event requires additional skill 
because you have to find special 
colored balls, use your Ball- 
Blaster to shoot the ball 
into a goal, and still outma- 
neuver your opponents. 
During these events, keep 
your eyes peeled for extra 
pickups such as a Shield 


_ ESRB: E (Everyone) : 


Powersuit to protect you from 
flying Styrofoam or a MegaJump 
Booster to double your 

vertical jump. 

The fast-paced tournament en- 
vironment in Nerf ArenaBlast is 
impressive. The controls take only 
a few minutes to master, and the 
3-D graphics are commendable. 
Designed for teen and adult audi- 
ences, Nerf ArenaBlast offers the 
intensity of other tournament 
games. Plus, most of the weapons 
are based on Nerf toys, so when 
you need a short break, you can 
head to the back yard for a real 
deathmatch tournament with: 


; Styrofoam darts. 


by Buffy Cranford-Petelle 


What Is Multiplayer Gaming? 


Artificial Intelligence 
Could Never Be As Entertaining 
As Human Weirdness 


efore the Internet was the multiplayer 
3 gaming medium of choice, multiplayer 

gaming was relegated largely to one-on- 
one connections through modems, null-modem 
cables (lets players directly connect two comput- 
ers without using a modem), or LANs (local-area 
networks). Long before Internet-oriented multi- 
player games matured into the massive industry 
they are today, multiplayer gaming existed in a 
more primitive form for quite some time. When 
the Internet was still a haven primarily for the 
technically savvy, text-driven games known as 
MUDs (multi-user dungeons) were played, and 
they continue to be enjoyed, even today. 

MUDs have no graphics. The world is paint- 
ed with descriptive text and traversed with 
typed commands. Although the term MUD 
implies that they are in dungeons, a MUD can 
be virtually anything, from science fiction to fan- 
tasy to horror. Most MUDs involve some sort of 
character creation and level advancement, com- 
mon for RPGs, and consist of exploring, battling 
monsters, gaining items and treasure, and 
advancing your character. Sound familiar? 

So, what makes MUDs fun? Well, it’s certain- 
ly not the fancy graphics and mayhem-oriented 
gameplay. The human element and interaction 
is what adds life to MUDs. If the human-element 
is removed, MUDs become static, scripted 
worlds, operating within simplified parameters. 

One of the most popular multiplayer games 
today is a MUD: EverQuest. Sure, it has fancy 
3-D graphics, but at its core, it’s just a MUD— 
albeit, a highly evolved form of MUD. But if 
you strip away the multiplayer element, what's 
left? A very attractive but mindless dungeon 
crawler in a never-changing world. The multi- 
player element adds socialization to the game, 
and with it, lots of human wackiness. 


E Human Influence. Let's not forget 
that the game world, created and operated by 
humans, can also be influenced by them. It can 
be changed, new areas can be added, and special 
events can occur spontaneously. We are, after 
all, social creatures, and nothing demonstrates 
this more clearly than the behaviors we exhibit 
in our multiplayer realms. EverQuest players 


create entire communities and define roles for 
themselves. Some develop characters and offer 
their services for hire, making a “virtual living” 
out of it. Others may play purely because they 
enjoy the company of others with similar inter- 
ests. Still others decide to undertake self-directed 
quests such as visiting a place they've never 
seen. Then there are those that take pleasure in 
merely doing the strange, annoying, or unex- 
pected. These players can be both a boon and a 
bane to others; but ultimately, they are the ones 
that enrich multiplayer gaming (when their 
powers aren’t used for evil, anyway). 

One example of such strangeness is a clan 
of characters whose sole identifying feature (and 
purpose, apparently) is wearing nothing but 
underwear. They don’t do anything destructive, 
nor are they typically lewd or tawdry; they just 
adventure in their online personas wearing vir- 
tual skivvies. Odds are, you can find them in 
almost any online RPG; and if not, start your 
own clan because obviously your game needs it. 

Unfortunately, there are those 
who enjoy 


wreaking havoc in games by trying to find 
loopholes that let them do things the develop- 
ers did not intend. In EverQuest, unscrupulous 
players with high-level characters learned they 
could get monsters to chase them. Using magic 
to enhance their running speed, they would 
attack a creature, then run away as the crea- 
ture pursued them and continue to repeat the 
procedure until a veritable train of monsters 
was on their heels. Then they would lead the 
monsters to the closest town of unsuspecting 
low-level characters and watch gleefully as the 
carnage ensued. 

These are but a few examples of the fun and 
frivolity that can be found in some multiplayer 
games. Computer-controlled opponents can 
never approach the innovative, creative qualities 
that a human ally or opponent can lend to a 
game. Computer controlled opponents still must 
behave within predefined strategies and para- 
meters. Besides, mopping up computer oppo- 
nents doesn’t give you anyone to gloat over, and . 
we humans like to gloat, particularly after an 
excellent rocket launcher attack, flag capture, or 
offensive strategy used in a RTS game. 

There, in a nutshell, is the beauty of multi- 
player games: human creativity and interac- 
tion at its finest. No matter how good AI may 
be, it really doesn’t know how to gloat 
properly, and it will never decide 
that starting a clan of underwear- 
clad warriors is a good idea. 


by P. Bryan Edge-Salois 


Guide Series / PCGaming 89 


Gaming Services 


computer users thrilled at the opportuni- 

ties offered by computer games. No 
longer did they have to wait until another per- 
son was free and willing to battle out a chess 
war—the computer was always there. And 
when you wanted to play a four-handed card 
game, the computer willingly became players 
two, three, and four in a game that ended only 
when you'd had enough. 

Now computer gamers are going one step 
further. Dissatisfied with the limitations of 
playing against a machine, players are turning 
back to games as a test of skill between real-life 
players. Only this time, they’re finding their 
playing partners online as computer games 
take to the Internet. 

The benefit of the Internet to computer gam- 
ing is obvious. At any one time there are mil- 
lions of people on the Web, so there's likely to 
be someone who is ready and willing to play 
when you are. The Internet also offers social 

- contact via chat and communities, which make 
it additionally attractive for game play. 

So what is available in online gaming, 
where do you go, and what can you expect to 
find when you get there? Here we'll look at 
some of the online gaming sites and show you 
what's available for every gaming taste, 
including shoot-’em-ups, flight simulators, 
Monopoly, and even Hearts. 


E Types Of Games. There are two main 
types of online computer games. The first are 
games that you buy (usually on a CD-ROM), 
install on your computer, and play on your own 
or online in multiplayer mode. To play online, 
you buy a game that has a multiplayer option 
available, then you go online and find a site 
where other users are playing the same game. 
These gaming service sites, in addition to host- 
ing multiplayer games, also offer a gaming 
community by providing ancillary services such 
as game chat, hints and tips, and other informa- 
tion and tools to enhance your gaming pleasure. 
- The second type of game doesn’t require an 
initial game purchase; instead the game takes 


F- the early days of electronic chess, 
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place on the Internet. You logi 
on to a Web site for the game’ igi 
and play it from there. In mos 
cases you won't pay anythi 
to play these games, but theres 
some premium games thatape 
do pay for (usually a mon: 
flat fee for unlimited play). 5 me 
Online gaming sites s 4 
as MPLAYER.COM ands ¢ 
MSN Gaming Zone offer 4 
both types of games. Some 
other sites offer multiplayer 
gaming for retail games and the 
games’ developers provide many 
of these sites. 


Battle.net 
The gaming company Blizzard, which pro- 
duces the retail games Diablo and WarCraft, 
maintains Battle.net gaming services site. Here 
you'll find news and downloads for these pop- 
ular games; you can play them online in multi- 
player mode. While these games are available 
for multiplayer play on other games service 
sites, Battle.net is their real “home on the Web.” 
http://www. battle.net 


Electronic Arts 
The Electronic Arts Web site is host to two 
Multiplayer Matchup sites for online gaming. 


| games such as Hercules and Xena are 
pay-to-play games, but MSN Gaming Zone also 
hosts a lot of free and retail games. 


If Jane’s Combat Sims are your games of 
choice, you'll find a match-up site for these 
games at http://www.ea.com/cf_janes/jen. 
The site lists eight available games, and there 
is an indication of the number of “pilots” cur- 
rently playing in each. These games are retail 
games, so you'll need to own the software to 
play online. 

The other site is the multiplayer matchup 
that features The Clubhouse, where you can 
find other players for games as wide rang- 
ing as motor sports and hoops and The 
Compound, which is a war room where you 
can discuss strategy and find online opponents 
for multiplayer games. 

http:/Avww.ea.com 


Gamespy 3D 
Gamespy 3D has 
more than 4 million 
users. The software is 
available as shareware 
and can be registered for 
$20. It is different from 
other online gaming 


services in that it doesn’t provide its own gam- 
ing servers. Instead, it goes out and finds the 
best servers you can get to with your Internet 
connection for the game you want to play. 

The servers list that Gamespy offers gives 
you the server name, general information 
about the number of players and how fast it 
is running, and the names of the people play- 
ing. When you find a server you want to use, 
you simply double-click its name, and 
Gamespy will launch the game and connect 
you to the server. : 

Gamespy is a tool for the serious gamer— 
someone who wants to find the best and 
fastest place to play her favorite game. 


http:/Awww.gamespy3d.com 


HEAT.net 

HEAT.net is a games site sponsored by 
Sega, which is regarded as one of the biggest 
names in computer gaming. It’s a flashy site 
that isn’t as friendly to new users as either 
MPLAYER.COM or MSN Gaming Zone. 

The site has more than 2.8 million regis- 
tered members and offers multiplayer games, 
chat, instant messaging, live events, and 
prizes. You won't find much in the way of 
board and card games but there is a long list 
of action, strategy, and simulation games. 
Unlike the other sites, the games aren’t cate- 
gorized by genre, and they're presented in a 
long list alphabetically by title. You really 
need to know what you want to play before 
you begin. This site is more suited to serious 
gamers and doesn’t offer a lot of handhold- 
ing for new users. 

Registration is free; it’s a simple process of 
entering a login id, password, and your e-mail 
address. You can then download the eight 
megabytes of software you'll need to play the 


games on the site. 
http:/Awww.heat.net 


Kahn Central 

Kahn lets gamesters play games over the 
Internet, which would be otherwise limited to 
being played over local networks. It does this 
by setting up a network that behaves like a 
local network. As a game player, you connect 
to a Kahn server and then you can play with 
other people on that server. 

The software is free for download, and 
there is no fee for using it. It also is one of the 
smallest downloads you'll see—only 650KBs 
(kilobytes) for the Windows 95/Windows 98 
version. Kahn lets you play almost any 
Win95-compatible game that is capable of 


being played by multiple users over the 
Internet. 

Like Kali, it may take some effort to set up 
to work properly on your machine, which 
means it won't be the first port of call for the 
new gamer. 


http://kahn.descent4.org 


Kali 
Kali is the great granddaddy of Internet 
gaming. Since 1995 it has been offering gam- 
ing on the Web, and like the other gaming 
sites, it has its own community and Kali 
Kulture. It lets gamesters play the most pop- 
ular multiplayer games on the Internet, and it 
has more than 275,000 players playing on 350 
servers in 40 countries. It's a barebones solu- 
tion for gaming, and it lacks the polish and 
handholding for new game players of the 
MSN Gaming Zone and MPLAYER.COM. 

For many older and DOS- 
based retail and shareware 
games that don’t have built- 
in Internet support, Kali can 
provide the missing Internet 
support. In addition, for 
newer games with Internet 
support, Kali helps game 
players find other people 
to play. The software costs 
$20 to register, which gives 
you gaming for life, includ- 
ing access to all future Kali 
upgrades and new releases. 


http:/Avww. kali.net 


If Jane’s Combat Sims are your games of choice, you'll find other 


which are pay-to-play games, and which are 
freeware /demo games. 
For the pay-to-play games you'll be paying 
a per-month charge per game, which was, at 
the time of this writing, $9.95 per month per 
game for games such as DragonRealms and 
Hercules & Xena: Alliance of Heroes. 
http:/Awww.mplayer.com 


MSN Gaming Zone i 

MSN Gaming Zone is another easy site for 
someone new to online games. The home page 
lists the top Retail and Free Games (which 
include some single-player games) as well as 
Premium games that cost a monthly fee to 
play. For more games, you can click one of the 
12 categories, which include Action, Arcade, 
Board, Strategy, and Simulation. Most retail 
games have links to sites where you can down- 
load trial versions or buy the program online. 


players ready and willing to do battle at Jane’s Combat.net, part 


MPLAYER.COM 
MPLAYER.COM supports 


-a range of games, including big-name strategy 


and action games such as Quake, Rainbow Six, 
and Age of Empires; board and card games, 
such as Backgammon and Hearts; some sports 
games; and simulations such as Flight 
Simulator 2000. : 

The community here is supported by options 
such as voice chat and a New Member Lobby 
that is staffed seven days a week to offer help 


to new members. For most games there are 


brief details of the game, as well as information 
about the play levels available and the hard- 
ware you'll need where this is relevant. 

To play here you sign up (for free) and 
download some software. This is an easy- 
to-use site; it’s not flashy or over designed, 
and you should be up and playing your 
first game in no time. The interface makes it 
clear which games are retail CD games, 


of the Electronic Arts site. 


For each game you'll see the number of users 
currently playing, so the popular games will 
be easily identifiable. 

When you choose your first game, you'll 
be prompted to download and install the 
software, which takes only a few minutes. 
Apart from premium games, registration and 
play on the site is free, and if you don’t want 
to register, there are still some games that 
you can play. The site offers neat graphics, a 
newsletter, hints and tips, tournament play, 
and other options. The Zone Friends option 
puts a small window on your screen for 
adding your friends, so you'll see when 
they're online. 

http:/Awww.zone.com 


by Helen Bradley [ss] 
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Mail Moves 


Take Your Turn Via E-mail 


-mail takes on a completely new life 
F when the next message in your inbox 

could spell the difference between the 
thrill of victory and the agony of defeat. 
Welcome to the competitive world of e-mail 
games, where players make moves via e- 
mail. They may be less publicized than PC 
and console games, but they definitely aren’t 
less intense. 

Much like their more famous and faster 
gaming counterparts, e-mail games have 
come a long way from their text-based ori- 
gins, although there are still some games 
that are not graphical. For the most part, 
however, today’s e-mail games are rich 
with colorful, full-featured game boards. In 
addition, they provide players with the 
capabilities to send text messages and tiny 
e-mail attachments. In addition, like com- 
puter games in general, e-mail games come 
in different genres, including adventure, 
role-playing, medieval, horror, and more. 


E Simplicity Wins. Despite the pop- 
ularity of the commercial action-packed, 
graphically-intensive games, e-mail games ’ 
continue to win converts who, at one time, 
thought challenging an opponent via e-mail 
was about as exciting as watching virtual 
grass grow. You send a cybermove, an 
opponent sends a move back, and, in the 
meantime, you wait. However, there are bene- 
fits to this waiting process because there is a 
lot going on behind the scenes. Most players 
are plotting their strategies and tactics in antic- 
ipation of the next e-mail move. 

Another often-unmentioned benefit of e- 
mail games is you don’t need new computer 
equipment or even the most powerful comput- 
er to play along. (NOTE: You may need to update 
your e-mail program to a recent version.) 


E Start Playing. Although many e-mail 
games are available on CD-ROM, you can find 
others online, especially demonstration ver- 
sions that give you a chance to try before you 
buy. In addition, there are shareware and free- 
ware games you can download from the Web. 
Hasbro Interactive. Hasbro Interactive 
sells both commercial boxed games ($19.95) 
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and downloadable games ($15.95) from its 
Web site (http://www.emailgames.com). You 
also can order the games by calling Hasbro at 
(800) 400-1352. Its Em@il series of games, such 
as NASCAR racing, Clue, NFL Football, or 
Battleship, always provide their players with 
fun and challenging experiences. Each of 
Hasbro’s games is a four-color game board. 


HASBRO 


When it is your turn, you send this game 
board as an e-mail attachment, which is less 
than 5KB (kilobytes) in size, to your opponent. 
Your opponent will need to download one or 
two client files from the Web before he can 
play the game, but he doesn’t need his own 
version of the game. 

The NASCAR game is a two to four player, 
turn-based racing game. Players make critical 
design and driving decisions, and the conse- 
quences unfold as the game progresses. Each 
player can choose his car type, car color, spon- 
sor, and number. The game also has a skill 
meter so you can determine speed and danger 
and avoid hazards such as oil slicks, marbles, 
crashes, and other drivers. 

Another exciting game from Hasbro is NFL 
Football, which gives players the chance to set 
their starting and bench line-ups, form game 


[E 
Hasbro Interactive’s Clue Em@il game lets players take 
their turns guessing “who done it” at their leisure. 


plans, and determine formations. In addition, 
players can choose from hundreds of offensive 
and defensive plays with their favorite AFC or 
NFC team. 

Other manufacturers. Some game manu- 
facturers, such as TalonSoft (http://www 
.talonsoft.com), produce regular PC-based 
games, but these games also come with e-mail 
versions. However, it could take a little bit of 
digging to find these games,. You might want to 
start with TalonSoft’s East Front ($14.95), which 
is a strategy war game that comes with an e-mail 
game option. You can purchase these games 
online or by calling (800) 211-6504. 


E Web-Based Gaming. So far, 
we've looked at games that you install on 
your hard drive, but there are also Web- 
based e-mail games. 

InfoBeat (http:/ / www.infobeat.com), 
which provides a personalized online news- 
paper, recently added a feature dubbed One- 
On-One, which brings games into your e- 
mail inbox. The games, which you can access 
via the Fun page on the InfoBeat site, include 
Checkers, Reversi, 4 In A Row, Battle: Fleets, 
and Tee-Time Trivia. Just click the game you 
want to play and then fill out a form with 
your name and e-mail address and your 
opponent’s name and e-mail address. 
(NOTE: You don’t need to download any soft- 
ware or plug-ins, and the programs work with 
most e-mail clients.) Clicking the Play Game 
button to enter the information will also initi- 
ate the game. When your opponent opens 
the e-mail, the game board appears with the 
challenger’s move. The person makes a move 
and sends it back to you to begin the match. 


E PBeM. Some Web sites are strictly devot- 
ed to PBeM (Play-by-e-mail) games. To play 
some of the games, it will cost you to either 
download the software or take a turn. 
However, many of the games are free. 

One good site information on these games 
is Eric Pass’ Home Page (http://Www.nyx.net 
/~epass/home.html). Here you can find infor- 
mation about PBeM games and, among other 
things, PBeM opponents. Another Web site 
that matches up opponents is Greg Lindahl’s 
Play By Mail Games Homepage (http://www 
.pbm.com/~lindahl/pbm.html). This site also 
has information about games; it includes a 
“list of all known play-by-mail games, both 
electronic and postal.” 


by David Noack 


eer 
Quake Ill Arena 


uake III Arena (http://www.quakeworld 
| creates one of the most powerful 
multiplayer games, built on fundamental gam- 
ing principles chiseled to near-perfection. 
Players familiar with Quake II, Quake, or even 
. Doom, already have a solid idea of what Quake 
II offers: fast, furious, multiplayer gaming 
mayhem. For the most part, all that has 
changed are the graphics. Quake III boasts a 
beefy 3-D engine and fine-tuned gameplay 
that’s carried through dozens of well-designed 
levels. A huge, devoted user community also 
guarantees tons of mods, plus new levels will 
always be available as free downloads. 


Many familiar weapons such as the rail 
gun return while the latest hand-to-hand 
weapon of choice is a power gauntlet with a 
spinning blade. There are dozens of charac- 
ter skins and colors from which to choose, 
giving players more variety in creating their 
online avatar. Perhaps the biggest addition 
to Quake II in terms of new features are the 
bots (computer-controlled opponents), 
which can be configured to offer varying 
levels of challenge, allowing players to hone 
skills or add a little flavor. 


by P. Bryan Edge-Salois 


ESRB: M (Mature) 
Availability: Now 


Activision 


http://www.activision.com 


Unreal Tournament 


f Quake III can be likened to a “meat and 
potatoes” multiplayer FPS, then Unreal 
Tournament (http://www.unrealtournament 
.com) might be likened to a gourmet meal. This 
isn’t necessarily to say that Unreal Tournament 
is superior to Quake III, only that it offers an 
equally filling meal with a slightly different 
taste. Both Unreal Tournament and Quake III 
have received awards for “Best 1st Person 
Shooter” (usually with the other title selected as 
first runner-up), and pundits of either have tire- 
lessly debated the superiority of their favorite. 
Unreal Tournament, developed by Epic 
Games, offers single-player play against artifi- 
cially intelligent bots, but the game is truly 
intended to be played against human opponents 
via the Internet. One area in which Unreal 
Tournament really shines is in its selection of 
unique weapons. Not only does it boast a few 
more weapons than the average FPS, but each 
one has at least two modes of fire, with the left 
mouse button being the primary mode and 
right-mouse button activating the secondary. 
The rocket launcher, for example, fires straight- 
line rockets as its primary mode, or it can lob 
grenades that bounce off walls. Additionally, 
players can hold the left mouse button to load 
multiple rockets and fire them all at once. 
Another interesting weapon is the Ripper, 
which fires razor-sharp discs that rebound off 
walls. Try rapid-firing a bunch of these into a 
small room and watch the carnage fly; just be 
careful so you aren't caught in the path, too! 


Additional weapons include a sniper rifle, an 
impact-hammer for close combat, a bio-weapon 
that shoots toxic green sludge, and more. 
Although sniping someone with a perfect head 
shot is gratifying (made more so by the game 
proclaiming “Head Shot!” when one is scored), 
don’t expect anyone to stand still for long. 
Gameplay is as fast and furious in Unreal 
Tournament as in other 3-D shooters. ` 

The level of design and graphics in Unreal 
Tournament is similarly excellent. Continuing 
the game’s precedent for spirited innovation, 
one particularly fun deathmatch level has ultra- 
low gravity and is fought from a series of 
rooftops (which must be traversed by 
jumping). Of course, deathmatch isn’t 
the only game available. Other game 
types include Capture the Flag, 
Domination, and Assault. 

Domination is essentially a capture- 
and-hold game as battles are fought for 
command points, which must be 
defended. Assault enlists one team as 
the Attackers with an objective, and 
the other team as the Defenders who 
must prevent the Attackers from 
accomplishing the objective. After an 
Assault game is finished, players 
switch roles, and the new team’s 
assignment is to beat the time it took 
the first team to complete the mission. 

The Unreal Tournament communi- 
ty is robust and active, keeping the 


Internet rife with free add-ons and downloads. 
A couple of expansions you should get are the 
Bonus Pack and Inoxx Pack. The Bonus Pack 
contains new character skins and levels, and it 
adds relics, which are basically power-up items. 
The Inoxx Pack is a set of levels made by Cedric 
“Inoxx” Fiorentino, a well-known Unreal 
Tournament player and level designer. 

Unreal Tournament has received rave 
reviews since its release, bringing it as close to 
gaming perfection as a game can probably be. 
Though it’s all been said before, we’re more 
than happy to supply yet another enthusiastic 
recommendation to gamers who have yet to 
experience its pure excitement. 


by P. Bryan Edge-Salois 


ESRB: M (Mature) 
Availability: Now 
Infogrames 
http://www.infogrames.com 
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Asheron’s Gall 


wW: already know EverQuest is a hot game, 
and the latest incarnation of Ultima 
Online should be technically stable enough to 
be just as popular. Microsoft's entry in the on- 
line-only RPG realm, Asheron’s Call, has a 
good shot at becoming just as addicting. 

Asheron’s Call follows the typical RPG 
style: First, you build a character from scratch, 
determining all the details right down to his or 
her eye color and hairdo. Next, choose your ar- 
maments and go monster-hunting. While 
playing, you can chat with the other live char- 
acters you meet (there were about 8,000 affili- 
ated with the game world we entered), pursue 
quests, or just run aimlessly around the three 
vast continents looking for blood and glory. 

Many gamers play multiplayer games to 
get a little social interaction, so don’t expect 
to be a lone wolf. Asheron’s Call will throw 
groups of monsters at you that, collectively, 
are tougher than you are. So you better 
buddy up, especially when your character is 
new and puny. 


We should throw out another word of cau- 
tion for spell-casting characters: Don’t expect 
to buy a lethal spell and spend the rest of the 
game walloping everything with it. Like 
Farrelly brother movies, spells lose 
a little impact every time you 
bring them out. 

Also, be forewarned that 
Asheron’s Call takes an insanely 
long time to set up. It took us more 
than two hours to install it and 
start playing (on MSN Gaming 
Zone, of course), mostly because 
of a large update we had to down- 
load through our 56Kbps modem. 
This should happen the first time 
you play and rarely afterwards. 

We tested Asheron’s Call using a 
substandard (for gaming) modem 
connected at a game-crippling 
37Kbps to simulate the game expe- 
rience of a typical user with a dial- 
up connection. Despite the game’s 


colorful, vast 3-D environments, we noticed 
other characters and monsters taking only a 
couple of short “hops” during the game due to 
the latency in our connection. Otherwise, it was 
extremely playable all around. You can answer 
the Call with Windows 95 or Windows 98. [es] 


by Marty Sems 


Allegiance 


here is an enormous battle raging in the 

vacuum of space right now. Three factions 
are locked in struggle over entire systems and 
their mineral wealth. They're looking for a few 
good pilots. Choose a team and swear your 
Allegiance. 

Microsoft's Allegiance seeks to encompass 
all the aspects of action and strategy in a killer 
online space game that’s as complex as you 
make it. You can man a turret gun in (or fly) a 
capital ship, pilot a scout or fighter craft, or 
even command the entire faction’s war effort. 
Whether you jump into a multiplayer death 
match or embark upon an extended campaign, 
keep that cheat sheet handy because Al- 
legiance has more controls and commands 
than X-Wing vs. Tie Fighter. 

Allegiance owes a lot of its “wow” factor to 
its vibrant colorful graphics that are replete with 
ominous asteroids, galaxy belts, and planets. 
The cinematics and 3-D sound effects are very 
impressive, and the musical score sounds as if 
it’s straight out of a syndicated space serial. 
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You'll get a free 30-day membership to the 
MSN Gaming Zone’s Allegiance Zone when 
you install the game. Overall, the game play is 
very stable. You could play in any 
number of “free” games online, 
but Allegiance Zone members will 
be able to make a difference in an 
ongoing campaign. Microsoft says 
the Allegiance Zone has extra con- 
tent, too, such as new character 
races, player rankings, tourna- 
ments, and other developments. It 
may be worth the $10 a month just 
for the sense of community you'll 
develop with your comrades 
in arms. 

If you take a more strategic 
role, you'll need to coordinate 
mining operations, investments in 
future technologies, defense, and 
attacks on your rivals. If you're in 
a cockpit or turret, you'd better 
serve a commander you respect or 


pledge allegiance to another. In this game, it 
pays to stick with a competent crowd. After 
all, it’s very cold in space. You can play 
Allegiance on Windows 95, Windows 98, and 
Windows NT 4. 


by Marty Sems 


Tribes 2 


0: of the better-designed Internet multi- 
player games released in the past few 
years was Sierra’s Tribes. With the release of 
Tribes 2, Sierra ups the ante. 

In both Tribes games, you are a warrior in a 
futuristic tribe. The tribes were formed after 
the Children of the Phoenix, who were the 
descendants of the original galaxy pioneers, 
clashed with the Blood Eagle. The Children of 
the Phoenix splintered into smaller tribes, and 
this culture has produced a perpetual state of 
war. Outfitted with your armor, weapons, and 
a jet pack, you battle on a team against one 
tribe or another. 

To learn the ropes as a warrior, you begin 
by playing in Single Player Training mode. 
Perhaps the most difficult task is getting a feel 
for the jet pack, which can only keep you aloft 
for short bursts. After training offline, you will 
then join an actual multiplayer game on the 
Internet. In Auto Team mode, the game assigns 
you to one of four tribes, but in Competition 
mode, you must first pick your own team. 


nated defensive and offensive actions. 


As popular as the original Tribes was, many 
new players felt the tutorials did not prepare 
them enough for working in groups to mount 
coordinated attacks. Tribes 2 has ad- 
dressed this by providing much more 
tutorial help, as well as an immersive 
single-player campaign and battle 
maps. 

However, we can’t stress enough 
how complex Tribes 2 is. Once you get 
involved, you see how you are not a 
galactic James Bond who can take on 
the universe by yourself. Instead, you 
are part of a team, and each team mem- 
ber has strengths and weaknesses. To 
win, you must work together in coordi- 


For instance, team members who 
decide to wear heavy armor cannot 
move very fast, but they are the only 
ones who can use heavy mortar. 
Graphically, Tribes 2 looks much 
better than its predecessor, and the 


game play is more addictive than ever. If you 
fall for this game, don’t be surprised if hours of 
your life whisk by faster than a time-lapse 
film. 


by Christopher Meeks 


ESRB: N/A 
Availability: Fall 2000 
Sierra 

http://www. tribes2.com 


EverQuest: The Ruins Of Kunark 


verQuest was like an alcohol or tobacco 

habit in that it quickly got addictive. This 
massively multiplayer role-playing game con- 
sumed players’ time without prejudice. Then, 
earlier this year, along came the first EverQuest 
expansion pack, EverQuest: The Ruins Of 
Kunark. According to 989 Studios, the Kunark 
expansion pack provided more than 225,000 
EverQuest gamers with an all-new continent 
(Kunark is located south of Faydwer), more than 
20 new adventure zones, numerous characters, 
an additional playable race known as the Iksar 
(Lizardmen), and an enhanced 3-D engine. 

The developers at Verant Interactive didn’t 
just create an add-on that increased hunting 
grounds and introduced an additional race; 
they also upgraded the graphic engine on that 
continent. As the wind blows, the trees will 
bend in the breeze, and the scenery has a better 
3-D look than ever before. Monsters now have 
new looks and colors, improved textures, and 
better ways to make you suffer. Part of the 
new graphic engine also includes new 
weapons and new armor that can actually 


change the overall appearance of the 
characters as they traipse around. 

Other than the improved graphics, 
more intuitive monsters, and more 
helpful NPCs (nonplayer characters), 
the main difference is that you can 
now advance your character to level 
60. (Level 50 was the cap in the origi- 
nal game.) Of course, every time you 
advance another level, you become 
more powerful by gaining more health 
and new spells. 

Other improvements have also been 
made that cater to everyone from begin- 


bi 


ner to advanced players. There are 20 ESRB: T (Teen) 

zones, such as lakes, jungles, crypts, Availability: Now 

caves, dungeons, and more, to accom- 989 Studios _ : 

modate players of various skill levels. hitp://www.989studios.com/pages/pc 


Stock up on some nonperishable food 
and prepare for a long spell of sitting in front of 
your PC as you hunt, quest, and explore the 
worlds of EverQuest. However, don’t start 
thinking you can return to reality any time soon. 
Already on the horizon is another EverQuest 


expansion, The Scars Of Velious, which should 
be available shortly after you read this. There 
goes another year of your life. 


by Samit Gupta Choudhuri 
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HOT TECHNOLOGIES 


Winning Moves With Me 


Edition (or Windows Me) has just hit the 
streets. Microsoft's newest version of its clas- 
sic operating system has several significant 
improvements beyond Windows 98 and previ- 
ous releases. Since Microsoft's market for this 
product is home consumers (instead of business- 
es, which is the target for the Windows 2000 
Professional release), the program is tailor-made 
for people who want to cruise through their 
computing experience without a lot of hassles. 
To help you determine if Windows Me is for 
you, we'll take you on a tour of some of the 
most noteworthy enhancements. Then, we will 
focus on those related to computer gaming. 


: f you haven't heard, Windows Millennium 


= Home Networking. Face it, once you 
have a computer in your home, you're likely to 
begin collecting them like baseball cards. 
Why? As computer systems drop in price, they 
increase in power, so many people upgrade on 
a semi-annual basis. However, the replaced- 
but-not-too-old computers still function in 
many homes for home office, school, and 
Internet use. 
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Networking your com- 
puters together lets you 
use the machines more 
effectively because it al- 
lows you to share e-mail, 
an Internet connection, 
printers, and files. This is 
true even if you only have 
one Windows Me machine 
and your other computers 
use Windows 95/98 (Win- 
9x) as the operating sys- 
tem because the Windows 
Me system will act as your 
network server. Further- 
more, Windows Me’s 
Home Networking Wiz- 
ard helps you set up your 
home network in a flash. 
(Naturally, you'll also 
need the correct hardware, 
such as phone lines and network adapters, but 
at least you won't have to worry about fiddling 
around with tricky software to get your home 
network up and running.) To begin your setup 
process, choose Start, Programs, Accessories, 
Communications, and then Home Networking 
Wizard. 


E Universal Plug And Play. Remem- 
ber how three years ago it was an entire week- 
end’s project to hook up your new scanner so 
it actually worked? Another Win-dows Me 
improvement includes features and tools that 
bring UPNP (Universal Plug And Play) closer 
to the reality of seamlessly plugging in and 
playing new equipment. 

Whenever new digital equipment that con- 
forms to the UPNP standard is developed, 
Windows Me will be able to recognize it. 
Setting up your new UPNP-compliant device 
should continue without a hitch. 


E Gain Peace Of Mind. Windows Me 
includes a number of built-in system utilities that 


Welcome To Windows 
Millennium Edition 


help you better manage your system. The 
Hibernate feature automatically saves everything 
in memory, including documents, and then 
shuts down the monitor and hard drive. This not 
only saves on utility costs, but also gives you 
peace of mind if you forget to save your work 
before rushing away to an important meeting. 

The Standby feature is used to save power, 
especially laptop battery power. While Standby 
turns off your monitor and hard drive by putting 
your system in a low-power state, it doesn’t store 
unsaved information in RAM (random-access 
memory) as does the Hibernate feature. 

Finally, Windows Me’s System Restore fea- 
ture helps you return your PC to its original 
state and reliability: how it was before you 
installed that supposedly “latest and greatest” 
program that instead trashed your system. 
While this feature doesn’t uninstall the software 
that caused you grief, it does put your comput- 
er back in a more stable, desirable state. Best of 
all, the changes you make when you use System 
Restore are reversible. To launch System 
Restore, choose Start, Programs, Accessories, 
System Tools, and System Restore. 


E Now That’s Entertainment. Can 
you remember the days when computers were 
used primarily by data-crunching techheads? 
Nowadays, of course, PCs have become main- 


Tha folowing calendar slays kf ts the cn et ae. ls 
restore packs that are avaiable For the seletad dat. 

Ponte types of restore pants are: systers hedores (scheduled restore ports casted by your computer). 
‘manual restore pants (restore paris created by you), and Pat alarin restore ports (automat restore points 
restad when cartan progans are retale). 

‘Sect a boid date on the calendar, arei then select one of the avalabie restore points from the tst. 


The new System Restore feature is helpful when 
you need to restore your computer to a prior and 
more stable state. 


To cover all the bases, Windows Me includes ways to work with 


a variety of digital media, including images, music, and games. 


stream and readily accessible to all types of 
people, including the classic home user who 
wants to use the computer for entertainment as 
well as business purposes. To cover all the 
bases, Windows Me includes ways to work 
with a variety of digital media, including 
` images, music, and games. While precursors to 
some of these features were available in Win9x, 
Win-dows Me offers a more robust and easier- 
to-use interface. Here’s a brief rundown of 
Windows Me’s digital media enhancements 
over Win98: 

Pictures. If you're like most people, you've 
probably worked with images, including 
scanned pictures and digital photographs, on 
your computer. Windows Me’s big improve- 
ment over Win98 is in making the process easi- 
er and. more organized. How? Windows Me 
uses “Windows Image Acquisition” (WIA) tech- 
nology to help digital camera and scanners 
dovetail seamlessly with.Windows. The only 
hitch? You need a WIA-enabled device to take 
advantage of these spiffy features. You can 
plug in a WIA digital camera or scanner into 
your computer’s USB (Universal Serial Bus) 
port, and Windows Me automatically starts a 
wizard to guide you 
step-by-step through 
the process. Addition- 
ally, Windows Me can 
access pictures directly 
from your digital cam- 
era without having to 
download the informa- 
tion first. For example, 
you can share a picture 
on your camera via e- 
mail without having to 
first save the picture to 
the hard drive, which 
makes the entire process 
much slicker and quick- 
er. You can also use the My Pictures folder to 
rotate images or quickly preview them without 
having to tap into additional software. 

Sound of music. As computers revved up 
in power (and began to include CD-ROM dri- 
ves), listening to music while surfing the 
Internet or working on a business spreadsheet 
became popular. Even though previous ver- 
sions of Windows included the Media Player, 


Windows Me’s latest version of Media Player 


You can use Windows Media Player 7 to listen to 
remote radio stations, MP3s, and other media. 


makes it easy to tune into an Internet radio 
station from Australia or develop a customized 
list of tunes from several CDs. The Windows 
Media Player is the heart and soul for enjoying 
digital music through Windows Me. As we 
went to press, the latest version was 7, which 
includes a user-friendly interface, the 
ability to access various digital media 
activities (such as previewing a 
movie or music on the Internet), bet- 
ter quality for viewing and listening, 
and the ability to customize the 
music. 

To start the Media Player, double- 
click the Media Player icon on the 
desktop. Choose a song from the 
PlayList or pop a CD into the drive. 
Alternately, enter. a keyword for a 
music style (such as “jazz”) in the text box and 
then click Go to run a Web search for music. The 
Media Player locates the style or artist you indi- 
cate and displays a listing of radio stations play- 
ing that type of music. Double-click a radio sta- 
tion to listen to the music. 

Videos. Are your home movies stored on 
videocassettes buried deep in some closet? If 

you answered yes, 
it’s time to pull 
them out for use 
in creating movies 
in the operating 
system’s Movie 
Maker. Movie 
‘Maker imports 
and opens videos 
that you can view, 
arrange and edit 
right on your 
computer. You 
can also send the 
images to others 
via e-mail or dis- 
play them on your Web site. To launch the 
Movie Maker, choose Start, Programs, 


_ Accessories, and Windows Movie Maker. 


E Play Your Game. If you're already 
tempted to play Solitaire when you're really sup- 
posed to be working on that project at work, 
you'll find Windows Me’s gaming enhance- 
ments almost irresistible. Windows Me includes 
the same PC-based games as found in Win98, 


such as Solitaire and Hearts (now called “Classic 
Solitaire” and “Classic Hearts”). But some 
improvements show up in the area of online 
gaming. You can now play games on the Internet 
with real-life people or robots. The online games 
included with Windows Me are Internet 
Backgammon, Internet Checkers, Internet 
Hearts, Internet Reversi, and Internet Spades. , 
Another high-powered improvement in the 
area of gaming includes the latest version of 
DirectX with support for 3-D graphics and 


Windows Me now includes several more classic-style 
games for the casual gamer. è 


sound. DirectX helps you enjoy a more full- 
fledged gaming experience for computer 
games you install on your computer. Finally, 
the DirectPlay Voice feature lets you talk with 
other players (though you must know your 
opponents to protect everyone’s privacy.) To 
set up DirectPlay, double-click Gaming Op- 
tions in the Control Panel; then click the Voice 
Chat tab. Check the boxes for the games you 
want to play while talking with your Internet 
buddies, then click OK. (If you’ve never used 
voice chat before, the Sound Hardware Test 
Wizard will automatically launch so you can 
set up your options.) 

You launch PC-based games pretty much as 
you have in the past: Click Start, Programs and 
then choose the game you want from the Games 
submenu. To start an online game, first connect 
to the Internet. Choose Start, Programs and then 
choose the online game you want (such as 
Online Checkers or Online Hearts) from the 
Games submenu. In the MSN Gaming Zone 


message box that displays, choose Play, and 


then wait to be connected with other players of 
your language and level. There’s no charge to 
play the Windows Me games through this ser- 
vice, so you can play to your heart's content. If 
you're a true gaming addict, you can sign up for 
more free games at the MSN Gaming Zone’s 
Web site (http:/ /www.zone.com). When you're 
finished playing, just click the Close button (or 
choose File Exit) in the game’s window. 


by Linda Bird 
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Under The Game 


DirectX 8.0 is Gen Next 


s you're using your computer to try 
A to strike out Mark McGwire in a base- 
ball simulation game, you probably 
aren’t worrying about how your video card is 
interacting with the gaming software. (If 
so, you'd also better worry about how your 
pitcher’s neck is going to recover from 
whiplash after he whips his head around try- 
ing to follow one of McGwire’s rocket home 
runs.) 
That’s the beauty of DirectX from Microsoft: 
It takes care of the interaction between, your 
computer's hardware and the gaming software 
with little intervention—or worrying—from 


you. All versions of DirectX are free upgrades 


provided by Microsoft. 

We'll explain the ins and outs of DirectX as 
we progress. Furthermore, we will also pro- 
vide you with a brief preview of the direction 
of DirectX 8, which should be out as you read 
this. 


DirectX Basics. DirectX is a set of 
software tools that can help a piece of soft- 
ware work with your computer’s hardware 
more effectively. The features and capabilties 
of your hardware will be maximized through 
use of DirectX software. DirectX allows gam- 
ing developers to create their games to work 
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with a single component 
(DirectX) rather than 
trying to make it work 
with all of the different 
possible hardware com- 
binations in computers. 

“DirectX is an ex- 
tremely thin and light- 
weight Windows service 
that lives between the 
game and the user’s com- 
puter hardware,” says 
Ted Hase, director of 
Third Party Windows 
Gaming at Microsoft. 
“The role of DirectX is to 
allow the broadest range 
of software to work with 
the broadest range of 
hardware.” 

: Support for DirectX 
is built directly into Windows 95, Windows 
98, and Windows 2000. (Users of Windows 
NT 4 will need to obtain the Windows NT 
Service Pack 3, which includes DirectX 3.) 
Most games that run using DirectX will 
automatically install DirectX software and 


components when you install the gaming 
software. You also can download the latest 
version of DirectX at http://msdn.microsoft 
.com/directx/downloads.asp. 

DirectX sometimes can emulate a hard- 
ware device that you might not have in your 
computer but that is needed for a piece of 
gaming software. This process is called a 
hardware emulation layer, or HEL. DirectX 
won't be able to work as quickly as the miss- 
ing hardware would, but it will allow you 
to at least use the software. For instance, 
DirectX could simulate the 3-Dgraphics 
needs of a software program even if your 
computer doesn’t have a 3-D video card 
installed. 

DirectX is an application programming 
interface, or API. An API works as an inter- 
mediary between software programs and the 
computer's operating system, telling the oper- 
ating system exactly what resources the pro- 
gram needs to work properly. DirectX uses 
software drivers, called a hardware abstrac- 
tion layer, or HAL, to make the communica- 
tion between the gaming software and the 
hardware. 


DirectX 8 Preview. Microsoft has 
been releasing new versions of its DirectX 
software annually for the last few years, and 
DirectX 8 is expected to launch some time in 
the fall of 2000. Users can expect several 
across-the-board improvements in DirectX 8 
over DirectX 7. 


DirectX 8 Components 


H ere are some of the main and 3-D graphics now are should have more control 
components expected contained under the Direct- over selecting the controls 
with DirectX 8 and some of Graphics component, pro- they'll use; for instance, a 
the changes Microsoft incor- ducing better photo-realism. ` user may decide to transfer 
porated from DirectX 7.0a: DirectGraphics replaces one control from the default 
DirectAudio—All sound Direct3D and DirectDraw. joystick button to a mouse 
effects and music now are Because the emphasis ison button. 
included under one compo- the 3-D capabilities of Direct- DirectPlay—DirectX 8 


nent, replacing DirectSound 
and DirectMusic. DirectAudio 
is expected to provide 
recording studio quality 
audio. It also allows almost 
any effect to be applied to an 
audio file, whether it's a MIDI 
(Musical Instrument Digital 
Interface) file or a WAV file. 
DirectGraphics—All 2-D 


Graphics, you may hear Di- 
rectGraphics referred to as 
Direct3D. 

Directinput—This compo- 
nent didn’t undergo any 
major changes. It continues 
to control user input, whether 
its from the game controller, 
joystick, mouse, keyboard, or 
another input device. Users 


will include improved capa- 
bilities for playing games 
over the Internet or over a 
LAN (local-area network) 
through the DirectPlay com- 
ponent. DirectPlay Voice 
also should be added in 
DirectX 8, allowing Internet 


gamers to talk with each 


other while playing. 


“DirectX 8 will have some things that are 
really quite amazing,” Microsoft Chairman Bill 
Gates told those attending a game developers 
conference in San Jose, Calif., earlier this year. 
“Every time we improve the basics, which 
have to do with the ease of installation and 
addressing all the devices, we bring in rich, 
new functionality.” 

Here are some general ideas about what new 
features Microsoft will include in DirectX 8. 

Audio. The new version of DirectX should 
allow for greater collaboration between the 
DirectSound and DirectMusic components with- 
in DirectX, which should improve the overall 
audio environment for gaming. Some Microsoft 
officials say the audio capabilities (both music 
and sound effects) of DirectX 8 will rival that of 
the quality found in the recording industry. 

Graphics. The gaming realism provided 
through DirectX 8 software will be greatly 
improved as well. You'll notice improved 
photo-realism in the background graphics. 

Online gaming. This area may be where 
DirectX 8 will make some of its greatest 
improvements. DirectX 8 should provide addi- 
tional support for multiplayer online gaming, 
either on the Internet or through a LAN (local- 
area network). While no consensus has been 
mentioned about the limit of the number of 
potential players, it’s been described several 
times as being able to handle “massive multi- 
player games.” Microsoft DirectX developers 
are able to incorporate some of the software 
techniques previously used only for network- 
ing into this DirectPlay option. 

The new version will allow for players to talk 
with each other during online gaming as well, 
called DirectPlay Voice. It's expected future ver- 
sions of DirectX will incorporate video confer- 
encing, allowing online gamers to talk to their 
opponents as well as see them while playing. 

“Gamers can expect to see titles that showcase 
photo realistic graphics; real-time, dynamically 
rendered audio; and more immersive, collabora- 
tive game play,” Hase says. 


E The Future. You can expect DirectX to 
continue to incorporate Internet capabilities as it 
evolves in the next few years. And you can be 
certain future versions of DirectX will remain 
backward-compatible with games developed for 
earlier versions, meaning that if you upgrade to 
DirectX 8 later this year, you'll still be able to 
play your favorite game from a few years back 
that was designed for DirectX 5. 

One area in the next year where DirectX 
will be a key component for Microsoft is in the 
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creation of Microsoft's new gaming console, the 
Xbox, which is due out in fall of 2001. Gates has 
said that because DirectX software will be the 
main API used in the Xbox, it will provide plen- 
ty of stability for developers who are creating 
games for both the PC and the Xbox. (For more 
information on Xbox, please see the “X Marks 
The Box” article in the “Consoles & Video 
Games” section earlier in this issue.) 

Even though DirectX 8 has been widely 
applauded by gaming developers and by beta 
users, a few developers say they still prefer 
OpenGL API technology to DirectX mainly 


because of DirectX’s lack of support for non- 
Windows platforms, such as Macintosh and 
Linux. However, OpenGL allows for support 
on multiple platforms. 

Regardless of how DirectX evolves, one 
aspect of it will continue to remain constant: 
It’s one piece of software that will cause little, 
if any, worry. Now pitching to McGwire with 
a 3-2 count and the bases loaded, that’s some- 
thing to worry about . . . even if it is just a 
simulated game. 


by Kyle Schurman 
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3-D Graphics Cards 


New Cards Offer 


our PC already has a graphics card, 
Y right? So why do you need another 

one? In general, off-the-shelf PCs are 
built to the lowest common denominator. 
They'll let you write a letter, crunch numbers, 
get on the Internet, listen to music, and play 
games, but they won't necessarily do any of 
these things particularly well. 

Many PCs, particularly of the sub-$600 
variety, provide video functionality integrat- 
ed into the motherboard, in a collection of 
support chips called the chipset. Integration 
cuts the computer’s size and its cost, but 
integrating functions on the motherboard 
makes the components difficult to replace or 
upgrade. Also, relying on the CPU (central 
processing unit) to perform functions such as 
the software decoding of DVD (digital versa- 
tile disc) video, driving a graphics card, or 
creating modem functionality, can place a 
heavy workload on a processor. This can 
result in a significant performance hit—the 
bane of a gamer’s existence. 

Even when an off-the-shelf system uses a 
separate graphics card, typically it lacks the 
graphics capability to deliver great game per- 
formance. That’s where adding a 3-D graphics 
card comes in. 


Great Graphics. Gamers want the 
absolute best performance their PC can give 
them. To achieve this, in addition to gigahertz 
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72X CD-ROM drives, and fast hard 
drives, what gamers want is a state- 
of-the art video card, which typical- 
ly bears an aggressive name such as 
Viper or Annihilator. Unlike the 
trend in the PC industry, which is 
to make the PC’s CPU drive per- 
form as many functions as possible, 
the powerful new generation of 
3-D graphics cards is designed to 
off-load lots of graphics processing 
from your PC’s processor. 

But before you can choose a 3-D 
graphics card, you have to learn a 
new language. 


PCs & Graphics. Despite 
all the complex jargon, 3-D graphics cards 
have a simple mission: to make the 2-D com- 
puter screen come alive with seemingly realis- 
tic 3-D graphics. Computer manufacturers 
don’t bundle 3-D glasses with their PCs. 
Instead, game designers and graphics card 
makers seek to provide the illusion of depth. 
If you go back to high school math, you'll 
remember that 2-D charts typically have a Y or 
vertical axis and an X or 
horizontal axis. Graph- 4 
ics using 3-D demand ™ 
that the graphics engine 
create the illusion of £ 
depth by adding the Z- 
axis, or depth. Adding 
this depth to create a real- 
istic 3-D environ- 
ment puts great 
computational de- 
mands on a PC’s 
CPU and graphics 
card—demands that today’s generation of 3-D 
cards are better equipped to meet than ever 
before. 

The first thing to understand is how PCs 
and their graphics cards create graphics by 
crunching numbers and creating geometric 
shapes. Achieving realistic-looking 3-D graph- 
ics requires fast floating-point (calculation) 
operations, fast transfer of large amounts of 
data, and good 3-D-accelerator hardware. You 


(megabytes) of memory. 


The 3D Blaster Annihilator Pro has two ATI 
Rage 128 Pro accelerator chips and 64MB 


see fast-changing pictures while your comput- 
er does the math. 

For example, a key measure of a graphics 
card is how many polygons (typically trian- 
gles) it can draw a second. A polygon is a 
flat, enclosed geometric shape drawn with 
straight lines. Rather than dealing with the 
challenge of creating perfect spheres such as 
baseballs or tanks or jet fighters, your com- 
puter creates objects out of many triangles, 
which have a flat surface. 

Fill rate is another graphics/game concept 
related to polygon count. Previous generations 
of games had limited numbers of polygons, 
often as few as 3,000. With a low number of 
polygons, that leaves more area to fill with pix- 
els, tiny on-screen picture elements. How fast 
those pixels can be shoved into a polygon is 
called the fill rate. Another way of understand- 
ing fill rate is to see it as the speed at which a 
graphics card can perform the final rendering 
of an image. Fill rate is expressed in megapix- 
els per second. 

A card based on the Voodoo3 chipset can 
deliver a fill rate of about 333 megapixels per 
second, with a ‘triangle count’ of about 7 mil- 
lion triangles per second. By contrast, the 
newer nVidia GeForce 256-based cards have 
an estimated fill rate of about 480 megapixels 
per second, with a polygon/triangle count of 
12 million to 18 million triangles per second. 


What Graphics Cards Really 
Do. Ina typical 3-D game or 
animation, objects change 
from frame to frame. These 
changes include move- 
ment, rotation, and scal- 
ing. Movement can be 
of a car or a plane or of 
the camera or the gun; it’s 
your viewpoint in a game. 
Movement is also 
called translation. 
Making the object 
smaller or larger is 
called scaling while 
turning or spinning the object is rotation. All 
of these kinds of changes to objects are collec- 
tively:known as transforms. 

Once the objects exist in a game, they must 
be lit. The best games have complex lighting 
effects, including shadows, spotlights, and 
points of light, created either with geometric 
lights or through the use of light maps, which 
are special texture maps applied to key areas 
of the scene. 


The third key step is setup, where the 3-D 
data is translated to a format so the graphics 
accelerator can convert the graphics to your 
flat (or 2-D) computer screen. 

Finally, the 3-D graphics device performs 
rendering, assigning colors and shades to indi- 
vidual picture elements (fill rate again) for dis- 
play on your screen. 


EŒ Rendering. If 3-D graphics cards have 
a true ‘bread and butter’ application, it’s prob- 
ably the rendering, drawing the scene after the 
transform, lighting, and setup process. The 
graphics card then renders, or draws, that 
scene, creating the triangles and filling in 
(hence “fill rate”) those triangles with appro- 
priate textures. 

Rendering has a number of key elements, 
such as shading, texture mapping, and filter- 
ing. Shading means to apply the right color to 
an on-screen pixel to achieve the visual effect 
the game designer was looking for. The sim- 
plest type of shading is flat shading, where 
each polygon is just one color. Gouraud shad- 
ing is more complex; colors close to where two 
polygons join are blended so the transition 
between the two looks smooth. 

Texture mapping is achieved by applying a 
picture in computer format to the objects in a 
scene. Texture mapping lets game designers 
create significant levels of detail, using tricks 
such as perspective correction (when the faces 
in the crowd grow smaller as you drive away 
from them, for example). 

Once the texture of the scene has been creat- 
ed, filtering is applied to smooth the textures 
so you don’t get a big blocky effect. Filtering 
involves blending the colors of several adja- 
cent pixels. It might look a bit blurry, but it 
won't be blocky. 


E What To Look For. Whether you're 
considering replacing the anemic graphics 
card that came with your PC or are shopping 
for a new card, it’s important to know what to 
look for. 

The first question is to learn whether the 
card will support both 2-D and 3-D graphics 
acceleration. 

The next question: What kind of 3-D con- 
troller chip is on the card? The function of the 
controller chip is to offload much of the graph- 
ics-processing load from the PC’s processor. 
Some cards offer high clock rates or the ability 
to blast out a high fill rate; others boast of 
their 32-bit rendering or multiple rendering 
pipelines. One card, Creative Labs 3D Blaster 


Annihilator Pro, has two ATI Rage 128 Pro 
accelerator ‘chips onboard, as well as 64MB 
(megabytes) of memory. 

But perhaps the hottest chipset on the block 
is nVidia’s GeForce 256, which, running at 
120MHz (megahertz; many of these cards can 
be overclocked to run 
faster), can not only 
blast out 12 million to *"\ 
18 million polygons a 
second butvalso offers | 
advanced transform (or 
geometry) acceleration and 
up to eight hardware light * 
sources. 

This ‘transform and light- 
ing’ capability lets 
the chip offload 
geometry and some 
lighting from the 
CPU if the game 
has been designed to support the transform and 
lighting engine. Not many games written to the 
common Direct3D API (application program 
interface), which standardizes communication 
among programs exercising 3-D functions and 
the graphics hardware that provide this func- 
tionality, take advantage of this capability, but 
the performance of the chip has made the indus- 
try sit up and take notice. The GeForce 256 chip 
is found in a number of graphics cards, includ- 
ing Diamond's Viper II and Hercules 3D 
Prophet DDR-DVI, which retail for between 
$250 and $300. 

Whatever card you choose will need to 
interface with your PC’s chipset, typically 
through the AGP (Accelerated Graphics Port). 
Many chipsets support AGP. graphics, provid- 
ing a dedicated, high-speed port for the higher 
end graphics requirements of 3-D animation 
and video. Most card interfaces are either AGP 
4X or 2X, with “X” referring to the original 
AGP bus with 266MBps (megabytes per sec- 
ond) throughput, so the current group of 
graphics cards can use their power to push 
graphics through a 1GBps (gigabyte per sec- 
ond) 4XAGP bus. 

Today’s graphics cards come loaded with 
video memory on the card. Even lower-end 3- 
D graphics cards typically come with 16MB of 
memory, but.32MB is becoming more typical. 
As a point of comparison, base-level PCs ship 
with 32MB of RAM (random-access memory) 
for the whole system. Most cards use SDRAM 
(synchronous dynamic RAM), but a new type 
of fast memory, DDR (double-date-rate) is 
starting to appear in 3-D graphics cards. 


retails for about $300. 


The Diamond Viper Il uses the GeForce 256 chip and 


f 

Other questions to ask about your prospec- 
tive new graphics card are whether it supports 
video/still frame capture, say for analyzing a 
scene or posting a capture to a Web site. 
Another feature some cards support is a TV 
tuner—if you're planning 

to watch television while 
you work, you might 
look for this. 

If you have a 
high-resolution, 
big-screen televi- 

sion and plan to 
play games on it, you 
also want to make sure 
your new card supports 
video out, the 
ability to connect. 
to an external tele- 

vision monitor. 
Many of these 
cards have three-, five-, or even six-year war- 
ranties, which is longer than most of us will 
own our computers. And many, such as 
Diamond and Hercules, offer toll-free tech 

support. 

Finally, depending on what you plan to do 
with the PC and graphics card, you should take 
a look at what kind of software is included. 
Some cards come with a collection of games; 
others come with a game demo sampler. Many 
come with a software DVD player, but some 
don’t. And many cards include utilities such as 
display calibration or color adjustment. 


E Bottom Line. Add-on 3-D graphics 
cards can range in price from less than $100 
to more than $300. What kind of card you'll 
need really depends on what kinds of games 
you play. Competitive deathmatches such as 
Quake IIT demand the fastest card you can 
afford, while racing games also demand a ` 
card with a high fill rate. But other games, 
such as flight simulators, are much more 
dependent on the CPU, so it doesn’t make 
much sense to match up a high-speed, mem- 
ory-loaded $300 card with your PC’s old 
Cyrix P200 processor. 

And for gaming perfectionists, that’s the tip 
of the iceberg: You start with the video card, 
and pretty soon you're adding a new CPU and 
memory; a faster, bigger hard drive; a DVD 
drive for the latest games; and so on. It may 
take money and time, but. eventually, you'll 
have one rockin’ PC. 


by Michael Goldstein 
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Processor Power 


Better CPUs Bring Better Realism 


ou'll have to forgive PC game develop- 
Y: if they have the kid-in-the-candy- 
store look on their faces lately. Thanks to 
the continued battle between computer micro- 
processor makers, microprocessor speeds con- 
tinue to increase, giving game developers the 
freedom to improve the realism in their games. 
Several recent developments in computer 
hardware have aided the microprocessor’s abili- 
ty to perform more calculations, thereby 
enabling more realistic games. To give you a 
better understanding of the latest improve- 
ments, the following is a look at some of the 
changes occurring in microprocessors and what 
the future holds for them. 


Improved Com- 
ponents. Perhaps the 
biggest improvement in the 
realism games that we are 
able to portray occurred with 
the introduction of graphics 
cards that contain extremely 
powerful processors. These 
GPUs (graphics processing 


game, letting the com- 
puter’s main micropro- 
cessor focus its calculat- 
ing power on creating 
more realistic characters 
and gaming situations. 
This helps the characters 
in the game behave more 
like actual people and 
thus create a gaming 
environment that is 
more realistic. 

“With the advent of 
the GPU ... that allows 
for smarter computer- 
generated (characters) 
and higher polygon 
counts for better charac- 
ter rendering, there’s 
more intensity in the 
scenes and better AI 
[artificial intelligence],” 
says Mark Bode, a division marketing manager 
for Athlon and Duron microprocessors at 
Advanced Micro Devices (AMD). The chip 
manufacturers also make sure the drivers used 
to run the graphics cards are optimized for 
running in tandem with the latest versions of 
the CPUs, thereby improving overall speed. 


Collaborating With Gamers. In 
addition to improving the components that 
work with the microprocessor inside the com- 
puter, Intel and AMD are working more close- 
ly with gaming developers to make sure their 
games are able to take full advantage of the 
power of the processors. 

“We went to the gaming 
and graphics communities 
and asked, ‘What can we do 
to make your lives easier?” 
Bode says. “We have people 
whose full-time job it is 
to work with the gaming 
community.” 

By meeting with game 
developers, the CPU makers 


units) handle many of the Advanced Micro Devices recently also are making sure their 
calculations required to cre- released an Athlon processor with microprocessors are able to 
ate the graphics for the a 1GHz (gigahertz) clock speed. keep up with the demands 
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of those who create and play the games. After 
all, many types of programs, such as word 
processors and spreadsheets, will probably 
never tax the full power of the newest CPUs, 
but as gaming software evolves, it will need 
faster CPUs. 

“Where you really need to help the user is 
in these virtual mediums,” says George Alfs, 
a program manager with Intel. “Excel and 
Word only need to go so fast. ... When we 
design now, we look at futuristic applications 
and what instructions those applications will 
utilize. We hand that to the chip designers 
and then they design to where software is 
going.” 

Intel even goes so far as to place links to 
information on various technologies that 
developers can access through the Intel Web 
site. Developers can find the latest program- 
ming utilities at the site, for example. 


Putting Icing On 
The CPU Cake 


xperts agree the power of your CPU 

has the most effect on the perfor- 
mance levels and playability of your PC 
games. Most experts are presently rec- 
ommending a 600MHz (megahertz) 
processor for the best gaming experi- 
ence. However, you can enhance the 
work of your CPU by adding a few top- 
of-the-line hardware components to your 
computer, as well. Here are some rec- 
ommendations from experts: 

CD-ROM/DVD-ROM. The speed of, 
your optical drive is vital, especially for 
video sequences. A 60X CD-ROM and 
an 8X DVD-ROM are recommended. 

Graphics card. Select a 3-D graphics 
card from a top manufacturer with a large, 
on-board processor. A top graphics card 
will perform much of the processing of 
graphics itself, freeing the CPU for other 
tasks. 

Internet connection. It will be almost 
impossible for you to use anything slow- 
er than a 56Kbps (kilobits per second) 
modem for a dial-up connection if you 
want to do any online gaming. A broad- 
band, high-speed connection is pre- 
ferred. 

RAM. You need at least 96MB 
(megabytes), but 128MB is preferable. |] 


E Latest & Greatest. Intel and AMD 
are quickly raising the bar for the limits of 
microprocessors. Intel fired the latest salvo, 
announcing in June 2000 that it will release the 
Pentium 4 (P4) microprocessor (formerly code- 
named Willamette) in the second half of 2000. 
During demonstrations early in 2000, the chip 
ran with a 1.5GHz (gigahertz; or 1,500MHz 
[megahertz]) clock speed. The: chip is expected 
to have initial clock speed range of 1.4GHz to 
2GHz. 

“There's a lot of excitement about it already,” 
Alfs says. “We're all very excited because 
we're really focused on where 
software is going. Gaming is a 
natural fit for that kind of 
improvement. If you’re a 
gamer, you're going to be 
excited about P4.” 

The Pentium 4 architecture 
provides a major technologi- 
cal’improvement over the 
Pentium IIL, giving it the abili- 
ty to offer ever-increasing 


experts and will run at clock speeds ranging 
from 750MHz to 1GHz. (Intel also plans to 
release a 1GHz version of its Pentium MI chip, 
probably by the time you read this.) AMD offers 
the Duron microprocessor for computers costing 
less than $1,000. Duron’s available clock speeds 
range from 600MHz to 700MHz. 

As the 1GHz processors begin making their 
way into midrange computers, Bode says gam- 
ing enthusiasts will want to make the proces- 
sor upgrade. Keep in mind that the new sys- 
tem should have a top-of-the-line graphics 
card, too. In addition, to enjoy the best gaming 
environment—especially 
for those wanting to play 
through the Internet—a 
broadband Internet con- 
nection is highly desirable, 
Bode says. 

“Ws dramatic,” he says. 
“With a high bandwidth 
and with the processing 
capabilities and with a 
good graphics card, there’s 


clock speeds during the next The Pentium Ill processor from nothing [such a system] 
few years. Alfs says he ex- Intel will soon have a 1GHz (giga- ` can’t do. That's what peo- 
pects Pentium 4 architecture hertz) maximum clock speed. ple in gaming want, for it 


to quickly move to the top of 

the line for 32-bit computers. 

“We see the architecture behind P4 lasting quite 
a few years,” he says. “I think P4 architecture is 
going to be our focus for a few years.” 

« Inthe meantime, the Pentium II will contin- 
ue to be Intel’s main chip for the consumer mar- 
ket. At the time of this writing, the Pentium III 
was shipping with clock speeds ranging from 
450MHz to 933MHz for desktop computers. 

For value computers (with a price of less than 
$1,000), Intel offers its Celeron processor with 
clock speeds from 333MHz to 700MHz. You can 
still find Pentium II processors, too. Computers 
with this older chip architecture, which runs in 
clock speeds ranging from 333MHz to 450MHz, 
nearly always will cost far less than $1,000, but 
most of the newest games will tax the limits of 
this processor (See the “Boost Performance” 
sidebar for more information.) 

Bode says AMD doesn’t have any impending 
announcements concerning a new chip architec- 
ture, but he expects the Athlon processor to con- 
tinue to show improvements in clock speeds. 

Athlon recently released an upgrade to its 
chip, which was code-named Thunderbird. The 
newer version of the Athlon chip contains per- 
formance-enhancing cache memory, giving it 
improved speed. The new version of the Athlon 
processor has been highly regarded by industry 


to feel natural.” 


E Hurry Up & Wait. Even with these 
high-speed CPUs available, most experts 
presently recommend a CPU with a clock 
speed of at least 600MHz for top-of-the-line 


Boost Performance 


gaming. Obviously, the recommended clock 
speed for the best gaming experience will con- 
tinue to grow during the next several months. 

You might be wondering why experts don’t 
automatically recommend systems with the 
latest CPUs as the top-of-the-line gaming 
machines. It has to do with the natural lag time 
for gaming software to catch up to the power 
of the newest computers and CPUs. 

We mentioned earlier that gaming dev- 
elopers are similar to kids in a candy store. 
Unfortunately for the developers, they’re 
mostly similar to the kid in the candy store 
who already blew his allowance. They can see 
all the microprocessor power that’s available, 
but they can’t take full advantage of it quite 
yet. For obvious economic reasons, they have 
to wait for a large number of computer users 
to purchase machines featuring the new CPUs 
before they can justify releasing games that 
need the power the new CPUs are generating. 
“It's the normal inclination of software devel- 
opers to take advantage of the widest number 
of users available,” Alfs says. 

Still, waiting a few months for the realism 
available in games to catch up to the power of 
the latest microprocessors isn’t the end of the 
world ... unless you're playing a realistic game 
about the end of the world that needs the 
added power. 


by Kyle Schurman 


H ere are the recommended and minimum required microprocessor clock speed 
requirements (in megahertz) for some of today's newest and top-selling games. 
Keep in mind the performance level of most games will be disappointing unless you have 
the recommended clock speed for your microprocessor, rather than the minimum. 


Recommended Minimum Required 
Game Clock Speed Clock Speed 
Age of Empires Il: Age of Kings - 266MHz 166MHz. 
Diablo Il 300MHz 233MHz 
Earth 2150 300MHz 233MHz 
FIFA 2000 200MHz 100MHz 
Madden NFL 2000 350MHz 200MHz 
Motocross Madness 2 300MHz na 
Quake 3 Arena 266MHz ‘ n/a 
Shogun: Total War 400MHz 200MHz 
The Sims : 300MHz 200MHz 
Vampire: The Masquerade Redemption 400MHz 200MHz 
Warlords Battlecry ~  300MHz 233MHz 
Who Wants To Be A Millionaire 2 133MHz n/a 
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The Dependability & Speed Of 
Broadband Service Brings Death 


To Modem Gaming 


frag counts, and insufferable Internet 

lag because of poor phone line quality 
and lousy 56Kpbs (kilobits per second) modem 
connections may soon leave the Dark Ages 
and enter The Light, which, in this case, is 
high-speed broadband connections for faster, 
more reliable Internet gaming. 

Although any regular Web surfer can bene- 
fit from high-speed con- 
nections, they are a par- 
ticular benefit to die- 
hard gamers because 
multiplayer gaming is 
almost as big a staple in 
their diet as Mountain 
Dew and cheese puffs. 
To put it succinctly, 
faster Internet connec- 
tions mean better ping 
times to servers and 
fewer lost packets, re- 
sulting in a more reli- 
able connection. 

Ping time is the time 
in milliseconds that it 
takes a packet of infor- 
mation to travel from 
your computer to a 
server and back again. 
Packet loss occurs 
when a stream of information packets are sent 
from your computer to a server, but not all 
arrive in tact, forcing a retransmission from 
your computer to the server. High ping 
and/or packet loss means a lag in the game- 
play, and few things are more aggravating 
than running back to base with the enemy 
flag, only to have everything freeze up for 
three seconds because of a lag, which almost 
guarantees a death sentence like taking a rock- 
et in the neck. 

What broadband connections mean for 
gamers is faster, better gameplay, with the 


E amers plagued by high ping times, low 
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added, guilty pleasure of being able to take 
advantage of those still stuck with those pokey 
old modem connections. Leaving the ranks of 
modem-users and entering the bandwidth- 
wealthy broadband ranks brings with it a cov- 
eted title for online gamers. 

Of course, this advantage won't last forev- 
er, so enjoy it while you can if you're one of 
those fortunate enough to have the service 


> family.of products 


i 


A few short years ago, it was rare that a home 
had one computer in it. These days, it's not 


uncommon to have two, three even four along 
with printers, modems and a lot of headaches 
trying to give everyone in the family a fair shake 
at using them. 


Easy-to-use kits, such as the HomeConnect product line from 3Com, 
are available for gamers who want to set up a home network. 


offered in your area. Broadband Internet 
access has rapidly become more affordable 
and obtainable, and that status will only con- 
tinue to increase. In a few short years, the 
old-timers among us could start sounding 
like grandparents (in the style of Dana 
Carvey), harkening back to the days of yore 
when files were smaller, downloads were 
long, ping times were high, modems were 
slow, and we liked it! 


© Digital Subscriber Lines. 


Currently, the most consumer-familiar, 


high-speed home Internet services are DSL 
(Digital Subscriber Line) and cable modems. 
DSL uses existing phone lines, but without inter- 
fering with standard phone service. Plus, DSL is 
always on; there is no modem or dial-up process 
necessary. Just double-click the browser icon, 
and you're off and running online. 

Most home users have ADSL (Asymmetric 
Digital Subscriber Line), a variation of DSL. 
Many providers offer a service known as 
ADSL Lite or G.lite, which they claim has a 


_ maximum download speed of 1.5Mbps and a 


maximum upload speed of 384Kbps. In reality, 
these speeds are much lower due to the 
provider and service plan you have, Internet 
congestion, and how far away you are from 
the provider's central office. 

ADSL costs in the vicinity of $60 per month, 
which typically includes $39 for the ADSL ser- 
vice, plus an additional $20 for the ISP 
(Internet service provider). This is on top of 


` any initial installation charges. However, as 


competition heats up, more special offers 
waiving those install fees may surface. Prices 
will ultimately vary depending on your area. 
Additionally, faster ADSL connections, rang- 
ing as high as 9Mbps (megabits per second), 
are available for a higher price. For average 
consumers and gamers, an ADSL Lite connec- 
tion should suffice, although heavy users may 
want even more speed. 


E The Cable Modem Alternative. 
Another popular high-speed Internet access 
option is the cable modem, provided cour- 
tesy of your local cable company. Cable 
modems use existing TV cable to achieve 
greater bandwidth than DSL—as high as 
10Mbps—for a competitive price, usually 
between $40 and $60 per month, and this 
includes the ISP fee. 

While the theoretical throughput for a cable 
modem is much higher than DSL, performance 
can vary widely depending on the amount of 
traffic in your local area. If your entire neigh- 
borhood logs on, for example, the theoretical 
bandwidth essentially gets subdivided to 
accommodate everyone. Therefore, the actual 
download speeds and game connections you 
can get with a cable modem will vary much 
more widely than a DSL line. 


=E Home Networking. Of course, 
households with gamers and multiple comput- 
ers may want to create their own LAN (local- 
area network) for gaming. An advantage for 
networked computers is the ability to share an 


Internet connection, whether it’s through a 
DSL modem, standard analog modem, or a 
cable modem. This gives gamers the option to 
play a network game at home among just the 
connected computers or access the Internet 
and share the connection with your home net- 
work, allowing for group Internet play. 

For creating a home network, various 
easy-to-use kits are available for adding net- 
working to existing computers. One example 
is ActionTec’s ActionLink Multi-Room Home 
Networking Kit, available for less than $85 
(http:/ /actiontec.com/products/homenet 
/actionlinkkit_features.html). This kit 
includes two NICs (network interface cards) 
that use existing phone lines to communicate 
at 1Mbps without disturbing your phone ser- 
vice. While it’s slow compared to network 
cards typically used in office environments 
(which are usually at 10Mbps or 100Mbps), 
for most gaming and file sharing tasks, 
1Mbps is sufficient. Even so, faster kits are 
available for a little more money if that’s 
what you're after. 3Com (http://www.3com 
.com), for example, offers the HomeConnect 
Home Network Phoneline Kit (http://www 


-3com.com/client/ped/homeconnect/home 
networking/products/p37_pack.html). For 
$120, this kit includes two 10Mbps NICs, as 
well as cables, installation guides, and a 
games sampler CD-ROM. 

For gamers who are a little more computer 
savvy and would rather build their own net- 
work than use a kit, they can purchase com- 
ponents separately, too. For example, you 
can purchase NICs for only $29 each, and 
buying a 5-port or 8-port networking hub can 
cost as little as $50. This does require a little 
more computer knowledge than a kit, how- 
ever. Kits are oriented toward getting you up 
and running quickly and offer step-by-step 
instructions for setup and installation. 
Conversely, if you’ve been working with 
computers for quite some time, the do-it- 
yourself method isn’t as difficult as it may 
sound. Besides, it might even be worth a bul- 
let point on a budding resume: 

Once you have your network set up, if you 
want to use Internet sharing capabilities, you 
might need to install third-party software, but 
if you have Windows 98 Second Edition, you 
already have it. In the case of the latter, all 


you need to do is right-click the Network 
Neighborhood icon on your Desktop, click 
Properties, and set up Win98 SE’s Internet 
sharing capabilities from that dialog box. If 
you don’t have Win98 SE, however, other 
Internet sharing software is available, such as 
Deerfield.com’s popular WinGate software 
(http:/ /www.deerfield.com). 

So, why is networking good for gamers? 
Simple: You and your friends can all play on 
the Internet through a single connection and 
enjoy the advantage of instant, simultaneous 
voice communication. That way, if you're out 
of ammo and desperately clinging to life in a 
firefight in Unreal Tournament, help can be 
called for by the age-old art of screaming like 
a little girl. While it’s not as elegant as using 
sound files or hurriedly typing a request for 
aid, it saves precious seconds and possibly 
your virtual butt. On the other hand, if your 
buddy is the one who’s firing at you, you can 
curse him, his family, and his pets and then 
ask him to pass you the cheese puffs. Who 
says gaming is antisocial? 


by P. Bryan Edge-Salois 


PowerPlay: Will It Save Modem Gaming? 


P owerPlay is the brainchild 
T of Valve Software, Cisco 
Systems, and a yet unnamed ISP : 
(Internet service provider). Valve 


code for Team Fortress 2, Valve 


game developers sre cooperating inthe | 


dialup customers. ¥ you are interested 


Software (for gamers who live 

in caves) is the creator of 1998's- 

mega-hit, Half-Life. Cisco Sys- 

tems is the maker of various 

Internet connection technologies, 

including routers, hubs, concen- 

trators, and just about everything 

_ ittakes to make the Internet work. 

PowerPlay i isnotso mucha 


technology (yet) as it is an initia- 


tive to create specific protocols 
-and deployment standards that 


will make Internet gaming better 


for everyone. Its intent is to make 


modem gaming as fast and enjoy- 


able as LAN (local-area network) 
_ gaming. In the process, this also 


and cable modem iog 
better than it already is. 
While bus network 


will make DSL (Digital Subscriber = 


Some industry insiders predict 

-game's needs, PowerPlay may 
very well save 56Kbps (kilobits 
te second) modems from the | 


~ compliance r may include such 


ake as setting minimum speci- 
fi ications for servers m 


speed in MHz 
contacted Cisco for assistance, [megahertz], PIETERA SEREN a 
which ultimately lead to a part- amount of RAM Azeri ear pi, nd doni 
nership between the two compa- [random-ac- Def sp rm a J ct, fp tee 
nies and the beginning of an ini- cess memory], hacia CRASS 
tiative to improve networking etc.), requiring TL RS 
code and connection standards. a minimum a- 
_ These standards are still under mount of band- 
_ development as technology width per client, 
_ companies and developers work — and upgrading - 
together to decide exactly which routers and oth- 
things, in relation to online gam- er connective © 
_ ing hardware and software, will equipment. 
make the Internet gaming expe- These are only — 
rience better. And because the a few possibili- 
details of PowerPlay are still ties, but if they 
being addressed by various par- are put in place 
_ ties involved, it's impossibleto  alongwitha 
Say just what it will take for standardized, 
games and ISPs to become __ optimized net- - 
_ “PowerPlay-compliant.” work code that — 


can be used and adapted to: any 


on 
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PC Gaming In Style 


Our Gigahertz Review Systems 
Can Make A Gamer Out Of Anyone 


an, did we put the overtime in on 
NM this review. We literally sat hour 

after hour in front of the three 
gaming systems we gathered for this article, 
pouring over them with our undivided atten- 
tion. Our commitment was so strong, we even 
ventured into the office on our days off. 

The fact that someone was actually willing 
to pay us to play our favorite games on three 
of the best gaming systems we could get 
our hands on might have had something 
to do with our exaggerated diligence and 
work ethic. But even so, it’s awfully hard to 
stay away from beasts like these when 
they’re packed with fire-breathing GHz 
(gigahertz) processors, frightening amounts 
of video memory, and components so stellar 
they made us gleam. Yeah, it was a tough 
gig, but we somehow managed to meet the 
challenge. 

It was amazing how many of our co- 
workers were willing to help us. New hard- 
ware and software passes through our testing 
labs almost daily, but it’s been a long while 
since a product has caused as much commo- 
tion among our lab techs as these gaming 
systems from Alienware, Dell, and Falcon 
Northwest did. And for good reason—they are 
easily among the fastest and most powerful 
systems we've reviewed. 


@ Gaming The Right Way. What 
makes them so good is their quality of con- 
struction. If you're a gamer, you know all sys- 
tems aren’t created equally. The ultimate 
gaming environment for today’s incredibly re- 
alistic 3-D games requires superior power and 
speed and a surplus of video and system 
memory, as well as a premium graphics card, 
a breathtaking monitor, top-notch audio 
ability, and high-quality optical drives. Sure, 
just about any system from any local com- 
puter will let you play games, but they won’t 
begin to remotely approach the performance 
that a system configured specifically for 


- gaming can produce. 


Bradd Berdelman is general manager and 
director of operations for Falcon Northwest, 
a manufacturer that specializes in con- 
structing systems designed specifically for 
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gaming. Berdelman says gamers want the 
best components available. oe 

“Most of your major OEMs (original equip- 
ment manufacturers) are interested in giving 
you cheaper components to reduce your 
price, and you basically wind up with a less 
compatible computer with games and less 
performance than you would find in other 
machines,” Berdelman says. “We try to find 
components that are faster than anything you 


Dell Dimension XPS B1000r 


can find out there. Yeah, they are going to 
cost you a few dollars more, but we go for the 
best components, the fastest components.” 
The systems in this review definitely pos- 
sess such components. They are the Dell 


Dimension XPS B1000r, Area51: Aurora from - 


Alienware, and the MACH V from Falcon 
Northwest. We can’t imagine any user, gamer 
or otherwise, being disappointed while using 
these systems. 

The XPS B1000r utilizes an Intel Pentium 
III GHz processor, whereas the Area51: 
Aurora and MACH V_both use the latest 
Athlon GHz CPU from AMD (Advanced 
Micro Devices). All use a superior 4X/AGP 
DDR (double-data-rate) NVIDIA GeForce 2 
GTS video chip with a whopping 64MB 
(megabytes) of video SDRAM (synchronous 
dynamic random-access memory). 


In addition, all shipped with outstanding 
displays, with the MACH V using a 21-inch 
ViewSonic Optiquest, the Area51: Aurora 
using a 19-inch ViewSonic, and the XPS B1000r 
using a 19-inch Sony Trinitron P991. Each 
system featured a DVD-ROM (digital versatile 
disc) player, plus an appreciated CD-RW 
(compact disc, rewriteable) drive. Regarding 
audio, the Area51: Aurora and MACH V 
shipped with a superb five-piece Klipsch 
ProMedia speaker system, which output in- 
credible surround sound. 

Such quality components are generally the 
norm for gaming systems, where a premium is 
placed on speedy calculations, realistic 
graphics, plenty of memory, fast access to 
storage, and detailed audio. Gamers are “very, 
very technically savvy,” Berdelman 

says, and typically “want to get 

the most performance they can 
get out there.” 

“Two things they are looking 
for and are interested in is the 
core performance of the system— 
which is obviously the processor 
technology and the chipset and 
motherboard—and the video 

card,” Berdelman says. 

A few other factors to 
consider include the 
quality of the technical 
support and customer 
service offered. Dell, 

Alienware, and Falcon Northwest all feature 
good plans. In addition, you can decipher a 
lot about a manufacturer by the detail and 
craftsmanship that is put into the system 
construction. Also, different systems excel at 
different tasks. If you play primarily strate- 
gist-type games, you don’t need the high- 
octane system you'd need for flight simula- 
tors. Overall, it should comfort you to know 
that if you purchase a gaming system, a great 
deal of care, precaution, and testing typically 
has gone into it. 

“Every component in there is hand-picked 
to be the best at what it does, down to the 
brass thumb screws that hold the side of the 
case, on down to the way the cables are 
routed on the inside of the case to maximize 
air flow, to the type of air fans that are in 
there to keep the components cool and keep 
it operating at maximum ability,” Berdelman 
says. “We take what we do very personally 
because we are all gamers here. We enjoy 
what we do and really take it personally [by] 
building a quality product.” 


E Mass Appeal. Our aim with this re- 
view wasn’t to pit these systems directly 
against each other. We specifically asked 
that each computer be configured differently 
and fall into different price points. We 
wanted three systems with different charac- 
teristics that would appeal to different types 
of gamers. 

For instance, the Dimension XPS B1000r 
($3,499) and Area51: Aurora ($3,799) are 
evenly priced but utilize many different com- 
ponents. The XPS B1000r enjoys Dell’s name 
recognition, which isn’t always a good thing 
among gamers who often frown upon name- 
brand machines. After using the XPS B1000r, 
that taboo wouldn't discourage us for a 
minute from putting this workhorse on our 
desk. However, the XPS B1000r does 
lack some personal touches that the 
Area51: Aurora and MACH V pos- 
sess, which give them the feel of an 
old friend. 

At $3,799, the Area51: Aurora 
nearly matches the higher-priced 
MACH V ($5,366) component for 
component. The system was more 
than capable of handling flight sim- 
ulation, FPS (first-person shoot- 
er), and sports games. The MACH 
V’s loftier price stems primarily 
from its use of a SCSI (Small 
Computer System Interface) hard 
drive, which makes it especially 
good for FPS and simulator games. 
MACH V also has a 21-inch mon- 
itor, an lomega Zip drive, and 
multimedia keyboard. 

If money weren't an issue, we'd obviously 
opt for the MACH V’s extras, but frankly, not a 
great deal separates these three machines. In 
short, all three systems kept a big fat smile on 
our face the entire time we used them. Below 
is a more in-depth look at each. 


E How We Tested. To test the systems, 
we ran BAPCo’s (Business Application 
Performance Corp.) SYSmark 2000, which is a 
suite of 12 application workloads divided 
into two categories: Office Productivity and 
Internet Content Creation. The scores are 
compiled for each category and an overall 
score is then generated. We also ran Mad- 
Onion.com’s 3DMark2000 and Video2000 
tests. 3DMark2000 evaluates a system's 
3-D capability through such tests as poly- 
gon counts, bump mapping, texture ren- 
dering speed, and image quality. Video2000 


produces an overall score based on Quality, 
Performance, and Features categories. Scores 
are then determined according to the sys- 
tem’s graphics card, processor, memory, and 
motherboard. 
Additionally, we ran two demos in Quake 
II three times each at resolutions of 1,024 x 
768 pixels and 640 x 480 pixels to get an 
average sustained frame rate. Typically, 
30fps (frames 
per second) is 
needed for 
smooth 
video 
flow 


Alienware Area51: Aurora 


to keep images from appearing choppy or 
lagging. Needless to say, these machines had 
no problem achieving that. We also played 
the DVD movie “Armageddon” and several 
audio discs. Finally, we did what anyone 
with disposal to these monsters would do: 
‘we gamed. A lot. Among the games we used 
were Quake III, Unreal, Madden NFL 2000, 
and Falcon 4.0. 


= Dimension XPS B1000r. Because 
the XPS B1000r was the only system to use a 
Pentium processor and 128MB of RDRAM 
(Rambus DRAM) for system memory, we 
were unsure of what to expect. Overall, the 
machine may not be best suited exclusively 
for gaming. It’s more of a dream machine for 


` home and small-business users. 


That’s not to say it can’t game because it 
does so extremely well. Titles loaded ex- 
tremely fast, and graphics rendered and 
flowed smoothly. Where the machine fell 
behind the other two was with its Harman 
Kardon HK-595 audio speakers, which 
couldn’t match the other two systems’ de- 


_ tailed, rich, ambient sound. In addition, the 


machine fell behind in the flight simulation 
and FPS games. 

In our benchmarks, the’SYSmark 2000 
scores were very good, falling just behind the 
MACH V with an overall score of 152. The 
Office Productivity score was 132 and the 
Internet Content Creation score was 183. Its 
overall Video2000 mark of 2,436 outpaced the 
Area51: Aurora by nearly 200 points but fell 
behind the MACH V by nearly the same 
amount. Its 3DMark2000 score of 6,532 was 
the lowest among the three, as was its sus- 
tained frame rate average. At 1,024 x 768 
pixels, it averaged 79.9fps, and at 640 x 480 
pixels, it averaged 112.8fps. Both averages 

are extremely respectable but still fall 

behind the others. 

The Pentium processor features a 
133MHz (megahertz) bus, 256KB (kilo- 
bytes) of L2 (Level 2) cache, and 32KB of 
L1 (Level 1) cache: The system uses an 
Intel 82820 AGP chipset, huge Quantum 

30GB (gigabyte) Ultra DMA ATA-66 

hard drive (7,200rpm), Samsung 12X 

DVD, Sony CD-RW (32X/4X/8X), 

56Kbps (kilobits per second) modem, 

and Sound Blaster Live! Value 

sound card. Dell bundled it with a 
Microsoft SideWinder Dual Strike joy- 
stick and plenty of software, including 
numerous games and office productivity and 
Internet titles. 

On the interior, the XPS B1000r lacked the 
open working space and layout the other sys- 
tems featured. With the hard drive situated 
vertically, we had no problem reaching card 
slots and drives, but reaching the RIMM slots 
was trickier. In addition, there was a less con- 
sistent airflow, although a funnel does flow air 
directly on the processor. 

For expansion, system memory is upgrade- 
able to 512MB. There are three PCI (Peripheral 
Component Interconnect) slots available and 
one 3.5-inch and 5.25-inch bay open. In addi- 
tion, two USB (Universal Serial Bus) ports are 
on the back of the tower case. 

The XPS B1000r is an excellent, well- 
rounded system, although maybe better suited 
for users who will use the machine equally for 
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gaming and other demanding productivity 
and Internet tasks. 


E Area51: Aurora. There's something 
to be said for a product that seems created 
especially for you. The Area51: Aurora and 
MACH V have that feel. Both shipped with 
personalized hardcover manuals that were 
complete with extremely organized check- 
lists, benchmark documentation, detailed 
warranty and service information, and more. 

We suspect gamers will also appreciate 
the intimidating look of the Area51: Aurora. 
While it has a huge footprint, our model 
was pitch black with the cool Alienware 
alien head company logo plastered on the 
customized mouse pad and wallpaper. In 


addition, a sliding door that lowers slowly 
with a push of a button over the optical 
drives has a definite mesmerizing space-age 
feel. The system demands attention, and its 
specs aren't bad, either. 

The Athlon processor features 256KB 
of L2 cache and 128KB of L1 cache. It has a 
200MHz bus and uses a VIA KT133 chipset. 
There’s 128MB of virtual channel PC-133 
SDRAM, expandable to a gigantic 1GB. 
There’s also a 40GB Maxtor Ultra DMA 
ATA-66 hard drive (7,200rpm), Pioneer 
16X DVD, Hewlett-Packard CD-RW 
(40X/4X/10X), 56Kbps modem, Sound 
Blaster Live! sound card, and a Microsoft 
Intellimouse Explorer mouse. The system 
also is unique in using the latest Windows 


Millennium Edition (Windows ME) oper- 
ating system. 
Nearly as impressive as the specs are the 
obvious, care and precision spent in the con- 
struction of the unit. Inside, nothing was out 
of place. Wires were tucked away securely, 
and ventilation was exceptional. A fan at the 
front provided good airflow throughout, 
with another hovering directly over the 
processor. Alienware also built a fan on the 


` side of the removable case door for circula- 


tion on the sound and video cards. For ex- 
pansion, there are four PCI slots available, a 
daughter card slot, and one 3.5-inch and 5.25- 
inch bay open. 

Somewhat surprisingly, the Area51: 
Aurora fell behind the other systems in most 


Portable Gaming 


M ost of the time when 
people talk about PC 
gaming, they are talking about 
high-powered desktop systems, 
but if you’re considering the pur- 
chase of a notebook PC, don’t 
feel left out. There are plenty of 
notebooks on today’s market 
that offer a solid gaming experi- 
ence and can be nice to have 
along when you can’t be at 
home to play. The thing to keep 
in mind is that since notebooks 
are considerably tougher to cus- 
tomize than desktop PCs, it’s a 
good idea to get the equipment 
you need when you make your 
initial purchase. 

The main components nec- 
essary for gaming on a note- 
book are essentially the same 
ones you would look for in 
a desktop gaming rig. A fast 
processor, loads of RAM (ran- 
dom-access memory), a pow- 
erful video controller with plenty 
of memory, and good audio-vi- 
sual equipment are all impor- 
tant. Notebooks don’t yet come 
with the ultra-fast 1GHz (giga- 
hertz) processors available in 
desktops, but Intel's mobile 
Pentium Ill processors come in 
speeds up to 800MHz (at the 
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time this went to press). Since 
many of today’s hottest games 
still only require 300MHz or 
slower Pentium II processors, 
these new mighty mobiles will 
do just fine. 

Most high-end notebooks 


. also have more than enough 


RAM for gaming; even a sophis- 
ticated game such as Quake Ill: 
Arena only requires a modest 
64MB (megabytes) of RAM. 
Notebooks that cost $2,500 and 
up routinely come with at least 
64MB, and many come with 
96MB or 128MB. High-end units 
from manufacturers such as 
Gateway, IBM, HP, and others, 
frequently let you expand their 
system memory to as much as 
512MB, more than you'll need 
for some time to come. 

The only area where gaming 
notebooks lag substantially be- 
hind their desktop counterparts 
is with their video controllers. 
Some high-performance gaming 
desktops include video cards 
with 32MB or 64MB of video 
memory, while most notebook 
video controllers peak at 16MB. 
This can be a problem because 
notebook video controllers are 
often simple chipsets connected 


directly to a PC's motherboard, 
making them virtually impos- 
sible for most users to replace. 
Still, some of the popular note- 
book video controllers from 
companies such as ATI do 

a pretty good job with cur- 

rent games. The ATI Mobility-P 
3-D chipset with 2X AGP 
(Accelerated Graphics Port) 
support is an especially attrac- 
tive option if you're looking for a 
notebook that plays as hard as 
it works. a 


Some of the hottest portable - 


gaming rigs we've seen lately 
include IBM's A and T series 
notebooks, Compaq’s E500 
Armada, HP’s OmniBook 6000, 
and Dell's Inspiron 7500. The 
great thing about each of these 
units is that they are all pow- 
erful, and it’s easy to add 
speakers, mice, and even USB 
(Universal Serial Bus) game 
controllers to them. 

Another form of entertain- 
ment that notebook users fre- 
quently enjoy is watching DVD 
movies. In this regard, note- 
books are even handier than 
desktops because although you 
can certainly watch movies on a 
desktop PC, most people prefer 


- watching DVDs on home the- 


ater systems when at home. 
Notebook PCs with DVD-ROM 
drives and DVD player software 
are great for people who travel 
often and experience frequent 
layovers, flight delays, and bad 
airline movies. The equipment 
you need to get quality movie 
playback is really the same stuff 
needed to play games, and 
once again, video memory is 
especially important. The less 
video memory a notebook has, 
the more time its CPU and 
graphics processor have to 
spend waiting for more data to 
process, which can cause hesi- 
tation and pixelization. 

Allin all, the best notebooks 
match up pretty well against 
gaming desktop PCs, although 
they don’t offer the same flaw- 
less graphic beauty when 
playing intense 3-D games such 
as Quake, Unreal, and Half-Life. 
If you prefer strategy games, 
RPGs, or arcade-style games, 
however, you'll find that note- 
books are more than equal to 
the task. 


by Chris Trumble 


benchmarks we ran. Its Office Productivity 
score was 130, its Internet Content Creation 
score was 182, and the overall SYSmark 
2000 score was 150. In addition, the overall 
Video2000 score was just 2,227, although the 
3DMark2000 score of 6,582 was more favor- 
able. The machine definitely impressed us 
with its sustained frame rate average of 
110fps at 1,024 x 768 pixels and 117.3fps at 
640 x 480 pixels. 
We forgot all about the benchmarks when 
we put the Area51: Aurora to work. Besides 
loading games in a snap, graphics in Quake 
II and Madden NFL 2000 displayed with ex- 
ceptional crispness and moved at a lightning 
fast pace. The system especially excelled in 
Quake III, where we noticed no hesitations, 
skips, or discernable flaws in the presenta- 
tion on the monitor or in the sound pour- 
ing out of the flawless Klipsch ProMedia 
speakers and subwoofer. So, if you’re a 
gamer with monetary constraints, we can’t 
imagine many systems giving you as much 
quality and person- 
alization for the dol- 
lar, while offering a 
top performance. 


E MACH V. The 
best testimonial we 
can give the MACH 
V from Falcon North- 
west is that we nearly 
had to lock this jewel 
away for safekeep- 
ing because everyone 
who saw it wanted to 
get their hands on it. 
The machine is bad, 
and we mean that in 
a good way. Not only 
did it chart the best 
benchmarks we have 
ever seen from a consumer model in two 
tests, the MACH V is also extremely attractive 
and powerful, and it ships with detailed, 
personalized touches that make it undeniably 
special. 

The Athlon processor MACH V uses has 
256KB of L2 cache, 32KB of L1 cache, and a 
133MHz bus. There’s a VIA Tech VT 82C686 
chipset, and the 128MB of SDRAM system 
memory is upgradeable to 768MB. In addi- 
tion, there’s a 17GB Seagate SCSI hard drive, 
Iomega Zip drive, 16X Pioneer DVD, 
Hewlett-Packard CD-RW drive (40X/4X/8X), 
56Kbps modem, Sound Blaster Live! Value 


Falcon Northwest MACH V 


sound card, Intellimouse Explorer mouse, 
and a multimedia keyboard with two built-in 
USB ports. 

Like the Area51: Aurora, the MACH V’s 
appearance is attractive and prominently fea- 
tures the company’s falcon head logo. Inside, 
there are three PCI slots, a daughter card slot, 
two 3.5-inch bays, and one 5.25-inch bay 
open. Two more USB ports are at the back. 
Accessing the slots and bays is incredibly 
easy thanks to the excellent working room 
and layout. Multiple fans are in place for ex- 
cellent airflow on the processor and video 
and sound cards, and the interior wires and 
ribbons are secure and tidy. 

After firing the MACH V up, the machine 
soared, charting an incredible 7,048 in our 
3DMark2000 test. That’s nearly 300 points 
better than the previous best score we've 
seen. It also charted a best ever 2,619 
Video2000 overall mark. Its SYSmark 2000 
scores were also exceptional, scoring an 
overall rating of 157, an Office Productivity 


score of 139, and an Internet Content Crea- 
tion score of 184. 

The MACH V’s gaming performance was 
also something to behold. No matter what 
genre we threw at it, it handled each equally 
well. Graphics in every game were dynamic 
and richly detailed, with action moving seam- 
lessly and without delay. With the processing 
power, SCSI hard drive, and ample system and 
video memory, the MACH V simply powered 
its way through every title we loaded. We 
don’t need to tell you that playing Solitaire on 
this machine would be doing it a tremendous 
disservice. This machine is truly for those with 


deep pockets and an unquenchable taste for 
hardcore gaming. 


E Let The Games Begin. 1: will prob- 
ably be quite a while before we enjoy a review 
as much as we did this one. In fact, we may 
just keep on reviewing these machines right up 
until they have to be boxed up and sent back. 
We can say without hesitation that we don’t 
believe you can miss with any one of these sys- 
tems on your desktop: 

We'd suggest the Dimension XPS B1000r 
for those who need a powerful machine for 
more than just gaming. It carries the Dell 
name, meaning you'll get a quality, well- 
rounded machine with good support and ser- 
vice. For those deeply entrenched in the 
gaming world, but who don’t have vast finan- 
cial resources, Alienware’s Area51: Aurora is 
an exceptional choice. Alienware specializes 
in gaming systems in all price ranges, and 
this model definitely is a reflection of its ex- 
pertise. For those who demand a top-of-the- 
line machine, check out the MACH V from 
Falcon Northwest. Its quality is undeniable, 
as is its benchmark performance. This ma- 
chine was built to game, and it does so as well 
as any system we've seen. 


by Blaine Flamig 


For More Information 


$3,799 

Alienware 

(800) 494-3382 

(305) 259-4262 
http://www.alienware.com 


$3,499 

Dell 

(800) 999-3355 
(512) 338-4400 
http:/www.dell.com 


$5,366 

Falcon Northwest 

(800) 258-6778 

(541) 552-1140 
http://www. falcon-nw.com 
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Create A Gaming 
Rig Foundation 


Get A Better Gaming Experience By 
Constructing A System From Scratch 


ames come and go. Gaming compo- 
G nents, including graphics cards and 
joysticks, also come and go. In the 
world of PC gaming, only the computer—the 
backbone of the gaming system—endures for 
any significant length of time. For that reason, 
you need to invest some money to get a high- 
quality base system as your gaming backbone. 
This base system, consisting of a processor, 
system memory, drives, a monitor, and all 
related pieces of equipment, should accompa- 
ny you through several generations of games 
as well as multiple gaming component 
upgrades. 
Perhaps the best way to ensure that you get 
a quality base system is to build it yourself. 
Surprisingly, it’s not that hard and not that 
expensive. Plus, by building your own system, 
you get to handpick the components that will 
detiver your gaming experiences. The only 
trick is knowing what to look for. 


W The Heart Of The System. Every 
PC is built around three components: memory, 
which holds the:gaming data while you play; 
the processor, which determines the speed and 
power of the action; and the motherboard, 
which ties the processor and memory to the 
rest of your system. You don’t want to cut cor- 
ners when selecting these components. 

Let's start by selecting the processor. You 
want a solid, reliable processor that can sup- 
port any game on the market, but you don’t 
want to blow the budget, either. Why not 
select Intel’s 850MHz (megahertz) Pentium III 
processor? This is one of Intel’s long-anticipat- 
ed Coppermine chips with .18-micron wire 
width for tighter circuitry; a built-in heatsink 
(a device for cooling the processor); and the 
proprietary Advanced Transfer Cache technol- 
ogy for greater throughput between the 
processor and level 2 cache (small area of 
memory built on to the processor). 

. This processor is excellent for gaming for 
several reasons. First, it supports the streaming 
SIMD (Single Instruction Multiple Data) 
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extensions, which facilitate faster pro- 
cessing by applying one command 
to several data items within a 
clock cycle. Second, it provides 
70 new SIMD instructions 
specifically designed to 
enhance 3-D imaging. 
Third, Intel incorpo- 
rated its MMX multi- 
media technology in 
the processor so you 
can take advantage of 
MMxX-enabled software. 

Best of all, the 
850MHz Pentium II is 
widely available at 
a reasonable price. We 
paid just $595 when 
we picked up the 


850MHz Pentium The 850MHz Pentium Ill processor delivers a lot of 
III at Monarch  rock’em, sock ’em power for not a lot of money. 


Computer Systems 
(http://monarch 


computer.com). That’s almost $300 less than the 
price of a 1GHz (gigahertz) processor, provided 
that you can even find one of those. If you must 
have the best processor on the market and don’t 
mind paying for it, we recommend waiting a 
few months for the release of the next genera- 
tion of processors. 

To go along with your processor, you'll 
need a motherboard. Motherboards are graded 
for use with a particular processor, and we rec- 
ommend you take these grades seriously. 
Monarch Computer Systems recommended we 
plant our processor on DFI’s TA64B mother- 
board, which Monarch Computer Systems 
sells for $99. This ATX (Advanced Technology 
Extended; a set of current motherboard specifi- 
cations) motherboard supports up to 768MB of 
system memory and has a 133MHz front-side 
bus (transmission channel between the proces- 
sor and the memory), which is almost as fast as 
front-side buses get at the present. The mother- 
board also offers two external USB (Universal 
Serial Bus) connectors, four internal PCI 


(Peripheral Component Interconnect) slots, 
two 9-pin serial ports, and one 25-pin parallel 
port, so it should have plenty of room to 


‘accommodate all your gaming devices. 


Next, you'll need some system memory 
modules. For gaming purposes, you should 
get a minimum of 128MB. That may seem like 
a lot, but you'll definitely be grateful to have it 
when you're in the heat of virtual battle. You 
should ensure that the memory modules con- 
tain SDRAM (synchronous dynamic random- 
access memory) rated at 133MHz. You 
might have heard about Rambus 
memory modules, which 
are rated at speeds up to 
800MHz. While it’s true 
that memory based on 
the Rambus technology 

is significantly faster than 
SDRAM, it’s also true that 
this new memory is very expen- 
sive and more difficult to find than 
a 1GHz processor. For the sake 
of practicality and our pock- 
etbook, we went with 
128MB of SDRAM from 
Monarch Computer Sys- 
tems for $142. 

Once you have the 
three core compo- 
nents of your gaming 
system, but before 
you start looking for 
other necessary com- 

ponents, you need to get a computer case. 
This is the box that holds the parts together. 
Because you're building a gaming system, 
you might want to consider getting a case 
that has the USB, audio, and gaming device 
ports positioned on the front panel. We 
thought this sounded like a good idea and 
selected the Mid Tower ATX with front panel 
access. The case cost us $48 at Monarch 
Computer Systems and came with a 300-watt 
power supply. 


@ Driving Excitement. Next up for 
your gaming system is a collection of drives. 
Every gaming system needs three drives: a 
hard drive, a disc drive, and a diskette drive. 
Start with the hard drive. You want some- 
thing that is fast and has a large capacity. You 
also want a drive that uses an IDE (Integrated 
Drive Electronics) interface instead of SCSI 
(Small Computer System Interface). Although 
SCSI drives tend to be a little faster and slight- 
ly more reliable than IDE drives, they also are 


significantly more expensive. Plus, they 
require a SCSI adapter card, which adds 
another $100 or so to the total cost of your 
gaming system. In the end, the advantages of a 
SCSI drive can’t outweigh the costs. 

As long as you stick with a reputable drive 
manufacturer, you can’t go wrong here. We 
opted for the IBM Deskstar 75GXP, 
which has a capacity of 30.7GB, 
a rotational speed of 7,200rpm (revo- 
lutions per minute), a sustained 
data transfer rate of 37MBps 
(megabytes per second), and _.# 
an average seek time of 8.5 
milliseconds. You get all that 
for $229.99 at Beyond.com 
(http://www.beyond.com). 
You can get a similar com- 
bination of speed and capa- 
city from Maxtor’s 30.7GB 
DiamondMax Plus 40 drive 
for $199.29 from CDW 
http://www.cdw.com) 
or Seagate Technology’s 
30.6GB Barracuda ATA II 
drive directly from Seagate 
http://www.seagate.com) 
for $245. Any of these three 
drives would make a fine selection for 
your system. 

For a disc drive, you might as well get a 
DVD-ROM drive. You won't find many DVD- 
based games on the market right now, but that 


— 


~ 


Our Receipt 


` Its not impossible to geta quality base gaming system (without graphics 
card, sound card, and speakers) for less than $2,500. Here’s a receipt of 
what we spent on the various components for our system. 


Ite 


Case and 300-watt power supply 


Motherboard 
Hard drive 


Diskette drive 


Keyboard 


- Operating system 


You can get a quality monitor for a decent 
price if you shop around. For example, we 
found Princeton Graphics’ 21-inch E02010 
CRT monitor for $662.99. 


will soon change. We selected a DVD-ROM 
drive from Creative Technologies, one of 
the leaders in multimedia technologies. The PC- 
DVD Encore 8X, which sells for $249.99 directly 
from Creative Technologies (http://www 
.creative.com), features the proprietary 
- DynamicXtended 
Resolution (DXR3) 
picture-enhance- 
ment technology, 
support for sur- 
round sound, and 
front-panel access 
to audio controls. 

Finally, you will 
need a diskette 
drive. Any drive 
will do, so we 
chose a low-priced 
drive from a re- 
spected brand: the 
Sony 1.44MB in- 
ternal IDE diskette 
drive for $18.18 
from CDW. 


E Get Online. 
If you want to par- 
ticipate in online multiplayer games, you will 
need a fast connection to the Internet. We rec- 
ommend that you bypass the standard analog 
modem and get a speedy cable modem. We 
chose cable modem service provided by the 
; Road Runner 
(http://www 
.rr.com) net- 
work and our 
local cable 
television 
provider. 

To keep our 
costs low, we 
decided to 
rent a cable 
modem, 
which turned 
out to be a 
great deal. The 
Internet ser- 
vice from 
Road Runner 
cost us $39.95 
per month 
and that in- 
cluded the 
cost of a cable 
modem rental. 


What We Paid 


$ 48.00 
$ 99.00 
$ 229.99 
$ 18.18 
$ 19.95 


$ 209.00 


Installation cost us another $99.95, but that fee 
included the cost of a network adapter card. For 
less than $140, we received all the necessary 
equipment, a professional installation, and one 
month of service. That’s not too bad. 


E Seeing Things. The relationship 
between a computer and its monitor is like that 
of an automobile and its tires. You can’t have 
one without the other. Tires won't take you 
anywhere unless they're connected to the axles 
of a finely tuned automobile, and the best 
automobile in the world is just a pile of scrap 
metal if it doesn’t have four fully inflated tires 
underneath it. Similarly, the fastest and most 
powerful gaming system is totally lame unless 
it’s tethered to a quality monitor. 

You don’t have to spend a fortune to get a 
top-notch monitor for your gaming system. We 
found Princeton Graphics’ 21-inch EO2010 CRT 
monitor for $662.99 at Computers4SURE.com 
(http://www.computers4sure.com). In addition 
to its impressive size, the monitor features a 
25mm dot pitch (distance between two pixels of 
light on-screen) and a maximum resolution of 
1,920 x 1,440 dpi (dots per inch). If you want to 
save some money, you can get Princeton 
Graphics’ comparable 19-inch E0900 monitor 
for $339.56 from CDW. 


E Necessary Extras. Finally, we need- 
ed a keyboard, a mouse, and an operating sys- 
tem. Windows 98 for $209 directly from 
Microsoft (http://www.microsoft.com) is the 
obvious choice. The overwhelming majority of 
games are designed for this operating system. 
To choose anything else would be ridiculous. 

As for a keyboard and mouse, you want 
something reliable and cheap. Logitech’s 
Deluxe 104 Keyboard for $19.95 and First 
Mouse 3 Button mouse for $14.95, both of which 
you can purchase directly from Logitech 
(http://www. logitech.com), should suffice. 


E Put It All Together. In the end, the 
price tag on our base system adds up to a com- 
petitive $2,428.95. The system is not quite com- 
plete, of course. It needs a graphics card, 
sound card, speakers, and at least one gaming 
device. We'll let you choose those, however. 
Read the other reviews in this issue to find the 
components that meet your gaming demands. 
When you've found the ones you like, you can 
rest assured that you have a system capable of 
supporting them. 


by Jeff Dodd 
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prudential.com 


It’s about money. It’s about time. 


S Prudential 


Manage your money online. 


a E oor F s e Access your account 
In quotes, p A n : ae saasa information online. 
and other useful stuff. i Eome ee. | Pay bills and make other 

: financial transactions. 
e Apply for a home equity loan. 
e Download mutual fund 
prospectuses and more. 


Prudential.com is loaded with 
interactive calculators and smart 
financial tools that can help you 

take control of your financial life. 


e Get free rate quotes for auto 
and life insurance. 


e Calculate the value of your estate. 


e Find a Prudential professional 
in your area. 


Connect to the pulse of Wall Street. | Finda new home without 
leaving home. 


e Get the latest stock quotes and market news. 

e Access daily market commentary from 
well-known analysts like Ralph Acampora 
and Larry Wachtel. 

e Catch other industry experts during one 
of our live webcasts. 

e Order a free copy of our Select List and 
find out which stocks our analysts are 
watching now. 


¢ Browse through listings for 
homes all across North America. | 

e Find a neighborhood that meets | 
your needs. 

e Get smart tips on moving 

and more. 


Now It’s a busy life we live. With precious little time for things like managing 

you can our finances. Now, prudential.com gives you one place you can go to 

access find everything you need to manage your financial life wisely. 

Prudential 3 : 

offerings Log on to www.prudential.com and see what it can do for you, or call 

‘from your 1-800-THE-ROCK ext. 6644 
_ Palm VII" 


By Prudential 


Securities products and services offered through Pruco Securities Corporation, Prudential Investment Management Services LLC, and Prudential Securities Incorporated, all members SIPC, and subsidiaries of The 
Prudential Insurance Company of America. Home equity loans are made available through The Prudential Savings Bank, FS.B. (“Prudential Bank”), a subsidiary of Prudential, and are available in most states. Real 
estate brokerage services are offered through the Network of independently owned and operated franchisees of The Prudential Real Estate Affiliates, Inc., a subsidiary of Prudential. Equal Housing Opportunity.c2y 
All companies are subsidiaries of The Prudential Insurance Company of America, 751 Broad Street, Newark, NJ. 
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Graphics Cards 


Face Off 


We Test The Best 


colors, gorgeous scenery, cinema-quality 

lighting, and fast-paced action. This kind 
of superior eye candy deserves a superior 
graphics card. If you play the latest games using 
the 4MB (megabyte) graphics card that came 
with your computer, you'll be cannon fodder. 
You'll probably discover that the game is slow 
and jerky, and the images are rough around the 
edges. Nothing spoils a game faster than subpar 
graphics. We drummed up five of the best 
graphics cards we could get our hands on and 
put them to work. We tested 3dfx’s latest, the 
Voodoo5 5500, Asus’ AGP-V7700, Creative 
Lab’s 3D Annihilator 2 GTS, Elsa’s Gladiac, and 
Guillemot’s Hercules 3D Prophet II GTS. We 
had hoped to include a review of a new ATI 


T oday’s PC games are thick with vibrant 


Radeon-based graphics card, but unfortunately ` 


it did not arrive in time for testing (For more in- 
formation, see the “How We Tested” sidebar). 


$299 
(888) 367-3339 
(972) 234-8750 
http://www.3dfx.com 


The 3dfx Voodood 
5500 is a top performer, 
although the test results 
don’t necessarily show it. 
The Voodoo5 5500 uses a 
special technique known as FSAA (Full-Scene 
Anti-Aliasing), which you won't find in 
graphics cards using an NVIDIA graphics 
chip. FSAA improves 3-D images by 
smoothing out the edges as they appear on 
your monitor. The 3-D test results will not re- 
flect the Voodood’s high-quality images or 
smooth performance on the same scale as 
NVIDIA-based graphics cards, but because of 
FSAA, the images you'll see on the screen will 
look every bit as good as the other graphics 
cards we tested, if not better. 

The Voodood 5500 has some pretty good 
specs. It contains two 3dfx VSA-100 graphics 


VOODOO » 5500 AGP 


chips for extra processing power. It’s a 4X/2X 
AGP (Accelerated Graphics Port) graphics card 
with 64MB of SDRAM (synchronous dynamic 
random-access memory). It has the typical 
350MHz (megahertz) RAMDAC (RAM digital- 
to-analog converter). The 5500’s maximum reso- 
lution is 2,048 x 1,536, as with most of the other 
graphics cards we reviewed. Available refresh 
rates are from 60Hz (hertz) to 160Hz, which is a 
smaller range than you'll find on most graphics 
cards. However, this is one of the few graphics 
cards that still support the Glide API (applica- 
tion program interface). The Voodoo5 5500 also 
supports Direct3D and OpenGL, the two 
most common APIs. The 5500 works 
with Windows 9x (Win9x). 

We tested the graphics cards with 
BAPCo’s (Business Application Perfor- 
mance Corp.) SYS-mark 2000 test. We 
noticed that there was very little differ- 
ence in the SYSmark 2000 test results from 
card to card. They all scored very well. The 
Voodoo5 5500’s Overall SYSmark 2000 score 

was 130, with an 

Office Productivity 

score of 128 and a 

Content Creation score 

of 133. The Overall 

and Content Creation 
scores were the second 
highest among the 

_ cards in our roundup. 
Next, we fired up 
our Quake III test. The frame rates weren’t 
quite as good as other graphics cards we’ve 
seen lately, but the game ran as smoothly and 
looked as great as with any other graphics card 
we reviewed. The Voodoo5 5500 maintained a 
frame rate of 70.6fps (frames per second) at a 
resolution of 800 x 600. At 1,024 x 768, the 5500 
managed a frame rate of 62.8fps. These are 
both solid results, well above the 30fps neces- 

sary to maintain image quality during a game. 

We finished testing the Voodoo5 5500 with 
the 3DMark2000. The Voodoo5 5500 didn’t 
rack up a big score here, posting a final result 
of 3,439. However, due to the FSAA technique, 


the Voodoo5 5500 delivers excellent 3-D 
graphics in our opinion. 

The Voodood 5500 is a worthy successor to 
the mantle of great 3dfx graphics cards. Our 
test game looked as great and ran as well as 
with any other card we reviewed, if not better. 
3dfx devotees will be more than satisfied with 
the latest Voodoo graphics card. 


$320 
(510) 739-3777 
http:/www.ASUS.com 


There are several graphics card manufac- 
turers that use NVIDIA’s smokin’ GeForce2 
GTS graphics chip. But ASUS does it better 
than the rest. We think this is the best graphics 
card in this roundup. 

The AGP-V7700 is a 4X/2X AGP graphics 
card with 32MB of DDR SGRAM (double-data- 
rate synchronous graphics random-access 
memory), which gives the 

card a bit more kick. Like 
the other graphics cards 
in this review, it has 
a 350MHz RAM- 
DAC. The AGP 
V7700 has a 
nice range of res- 
olutions and refresh 
rates. The maximum resolu- 
tion is 2,048 to 1,536, and refresh 
rates are from 60Hz to a smooth 240Hz. The 
AGP-V7700 has a 32-bit color depth and is com- 
patible with OpenGL and Direct3D. It works 
with Win9x, Win2000, and WinNT 4 (if you 
have the latest WinNT 4 service pack). 

The ASUS AGP-V7700 proved to be the 
fastest, most powerful graphics card we 
looked at. The overall SYSmark 2000 score was 
the highest, at 134. Its Office Productivity score 
was 133, and the Content Creation score was 
quite impressive at 136. The AGP-V7700 is su- 
perior at 2-D graphics, as well as 3-D graphics. 

We launched Quake III and were stunned by 
how well the ASUS card handled the game. The 
AGP-V7700 peaked at a frame rate of 98.7fps at 
a resolution of 800 x 600, 10fps higher than the 
next contender, the Hercules Prophet II GTS. 
The ASUS maintained its high performance 
when we jacked up the resolution to 1,024 x 768, 
sustaining a frame rate of 78.9fps. Quake III 
looked great and ran well while using this card. 

The AGP-V7700 also posted impressive 3D- 
Mark2000 results. Its score of 5,336 was not 
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surprising, given its stellar performance in the 
Quake III test. The AGP-V7700’s 3DMark2000 
score solidifies it as one of the most powerful 
consumer graphics cards money can buy. 

If you want the very best, the AGP-V7700 
GeForce2 GTS DDR Pure is it. 


$329 

(800) 272-3572 
(408) 961-4600 
http://www.elsa.com 


Elsa isn’t as popular in the graphics card 
market as the other heavy hitters in this review, 
but it makes a good graphics card. The other 
GeForce2 cards outperformed the Gladiac 
GeForce2 GTS, but the difference in test results 
was slight. 

The Gladiac GeForce2 GTS, as the name im- 
plies, is based on the GeForce2 GTS graphics 


Video Cards 


3dfx Voodoo5 5500 


chip. The Gladiac supports 4X/2X AGP and 
has 32MB of DDR memory. 
It also has a fast 350MHz 
RAMDAC. 

The Gladiac, like 
other GeForce2 cards, | 
doesn’t skimp on reso- % 
lutions or colors. The top 4 
resolution for this card is 2 he 
2,048 x 1,536, and avail- ^ =N 
able refresh rates are from 60Hz to 
200Hz. The Gladiac offers the usual 32-bit 
color depth and is compatible with the ubiqui- 
tous Direct3D and OpenGL APIs. It’s compat- 
ible with the Win9x, WinNT 4 (with service 
pack 3), and Win2000 operating systems. 

The Gladiac didn’t scorch our test plat- 
forms, but the results were pretty good. At 
worst, it is just outside the upper echelon of 
graphics cards. The Gladiac’s SYSmark 2000 
scores were nearly identical to those of the 


other graphics cards we tested. The Overall 
_ score was 130. The Office Produc- 
= tivity score was 129, and the Con- 
| tent Creation score was 131. 

| The Gladiac had a pretty good run 
- on our Quake II test. We clocked the 
frame rate at 86.5fps, running a reso- 
F lution of 800 x 600. The frame rate 
` only dropped slightly, to 74.1fps, when we 
increased the resolution to 1,024 x 768. The 


86.5 frame rate was only slightly behind the 


top three cards in this test, and the Gladiac’s 
frame rate at 1,024 x 768 was also very close to 
the top performers. 

Our results from the 3DMark2000 test were 
also indicative of the Gladiac’s 3-D prowess. 
We measured its overall score at 5,148. This is 
a strong showing, even though the Gladiac 
was overshadowed by the performance of 
Creative’s Annihilator 2, ASUS’ AGP-V7700, 
and Hercules’ Prophet I. 


The review with an asterisk appears on our Web site: http://www.smartcomputing.com 


ASUS AGP-V7700 GeForce2 Creative Labs 3D En 


Annihilator 2 GTS* 


; ‘Final Word Excellent 3-D graphics — 


| 
i 


ESP $299 


the block _ 
o a _ S20. 


Our Top Pick; the best c on _ Solid performance, but over- H 


_ shadowed by the competition —_ 


_ $299. 99 


Specifications | 


_ Chipset 2 3dfx VSA-100 chips 


| GeForce2 GTS 


J AGP 4X/2X 
| 32MB DDR SGRAM 


| 32-bit 


2,048 x 1,536 
ere to 240Hz _ 


| 
| 


NRUN a $ 


Frame Rate 
fps @ 800x600 70.6- 


` Win9x, Win2000, WinNT 


~ fps @ 1,024x768 62.8 


- 3D Marks 
Overall 3,439 


_ For More Information — 3dfx “ASUSTeK Computer — 
| (888)-367- -3339 . (510) 739-37 Uo 
_ (972) 234-8750 a bee ASUS.com 


_http://www.3dfx.com 
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_ (800) 998-1000 
_ (408) 428-6600 
_http://www.americas. creative 
_ .com/home.html 


The Elsa Gladiac is a respectable card, but it 
has two problems: It’s slightly behind the level 
of performance set by other GeForce? cards, 
and it’s the most expensive card we reviewed. 
It's hard to ignore the fact that you can get 
better performance for less money, despite the 
Gladiac’s solid numbers. 


(877) 484-5536 
(514) 279-9960 
http://www.hercules.com 


Guillemot bréathed new life into the vener- 
able Hercules brand when it purchased 
Hercules about a year ago. Guillemot has re- 
leased a steady stream of Hercules-branded 
graphics cards since then, and the Hercules 3D 
Prophet II GTS 32MB is the best one yet. 


Guillemot 
Elsa Gladiac GeForce2 GTS _Prophet2 GTS 


The 3D Prophet II GTS features NVIDIA’s 
GeForce2 GTS graphics chip and is AGP 
4X/2X compatible. The Prophet II we tested 
came with 32MB of DDR memory, although a 
64MB version is available. The Prophet II has a 
standard 350MHz RAMDAC and suppr res- 
olutions of up to 2,048 x 
1,536. The Prophet II has re- 
fresh rates from 60Hz to 
240Hz and a 32-bit color 
depth. It supports the ever- 
present OpenGL and DirectX 
APIs and is compatible with 
the Win9x operating systems. 

The Prophet I's SYSMark 2000 scores were 
similar to those of other graphics cards we 
tested. The Overall score was 130, Office Pro- 
ductivity, 129, and Content Creation, 131. These 
scores show that the Prophet II can handle your 
2-D tasks just as well as your 3-D applications. 

The Prophet H's success in the Quake II test 
was foretold by the 
other GeForce? cards. 
We figured it would 
produce some nice 


‘Hercules ay ; 
i numbers, and it cer- 


Not bad, but too pricey 


| abd 


Top-notch card ata great 


tainly did. The Prophet 
II rang up a fast frame 


rate of 88.9fps, second 
— only to the ASUS 
AGP-V7700's 98.7fps. 
The Prophet II was 
nipping at the V7700's 
heels when we raised 
the resolution to 1,024 
x 768. The Prophet II’s 
posted 75.8fps at this 


resolution, compared 
to the V7700's 78.9fps. 

= The Prophet II had 
its best test results in 
the 3DMark2000 test. 
Its overall score was 
5,363, the highest score 
among all of the 
graphics cards we re- 
— viewed. The next 
closest graphics card, 


= ____ the AGP-V7700, had a 


3DMark2000 score of 


5,336. 
The Hercules 


' 


| (877) 484-5536 


r 


14) 279-9960 
l a w raie com 


a 


Prophet II GTS is a for- 
midable contender in 
the battle of the 
graphics cards. It ranks 
up there with our top 


choice, the ASUS AGP-V7700, and you'll prob- 
ably pay slightly less for the Prophet II than you 
will for the ASUS AGP-V7700. 


E Final Word. You'll benefit from one of 
the graphics cards in this hearty crop regardless 

of what games you like. Sports 
games, shooters, stra-tegy games, 
and simulations will all play 
better than ever. Buying a new 
graphics card is the 
easiest way to im- 
prove your com- 


puter games. [és] 
by Michael Sweet 


(NOTE: Visit our Web site at http://www.smart 
computing.com/gameguide2000/videocards to read 
the “What Comes Next” sidebar and our review of 
the Creative Labs 3D Blaster Annihilator 2 GTS.) 


How We Tested 


e tested the graphics cards on a 

| 600MHz (megahertz) Pentium III sys- 
tem with 128MB (megabytes) of SDRAM 
(synchronous dynamic random-access 
memory). First, we measured how. well 
each card could handle 2-D applications 
using the BAPCo SYSmark 2000 test. The 
overall score is based on how well the 
graphics card performs in two main tests: 
Office Productivity (think word processors 
and spreadsheets) and Content Creation 
(graphics programs, such as PhotoShop). 

Next we measured the frame rate the 
graphics cards could sustain in Quake Ill, 

a popular 3-D game, while running in 
OpenGL mode. We tested the game at two 
resolutions: 800 x 600 and 1,024 x 768, and 
we recorded the frame rate at each resolu- 
tion. A graphics card needs to maintain a 
frame rate of 30fps (frames per second) in 
order to keep images and video streams 
from looking choppy. 

Our last test was the MadOnion ~ 
3DMark2000 test, which further measures 
the overall 3-D ability of the graphics card, 
including the graphics card's fill rate. The fill 
rate measures the number of pixels that the 
graphics card can create per second. The 
higher the fill rate and the higher the 
3DMark2000 score, the better the graphics 

_ Card is at processing 3-D data. [] 
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Sound Cards 


Great Gaming Sounds 
Are Only A New Card Away 


ith so much computerized audio 
around these days, users want 


their computers to sound as nice as. 


possible. The quality of your computer’s 
sound is a function of three components: the 
audio source, the speakers, and the sound 
card. 

Audio sources include 
Internet radio, MP3 files, 
games, and DVD (digital 
versatile disc) movies, as 
well as the various sounds 
played by your software and 
many Web sites. These vary 
widely in quality and no 
combination of sound card 
and speakers can make a 
low-quality sound source 
sound good. In general, most 
MP3 files, newer games, 
and DVD movies have great 
sound, while older games 
and other sound sources are 
questionable. 

Speakers have perhaps the 
biggest impact on sound qual- 
ity. Most of the speakers that 
come with new computers are of low quality. 
For more information on speakers, see 
“Speakers” in this issue. 

Pretty much every computer sold in the 
past few years has a decent sound card. It 
will generally be at least a Sound Blaster 16 
equivalent. This means that it’can play digi- 
tized sounds with 16 bits per sample at a 
44.1KHz (kilohertz) sample rate. However, if 
you are looking for great music or a 3-D 
game experience, you are going to have to 
upgrade your sound card. 

First, you should take a hard look at your 
speakers. You will hear a much bigger im- 
provement by upgrading your speakers than 
your sound card. However, you need bal- 
ance. It does not make sense to hook great 
speakers to a cheap sound card nor does it 
make sense to use a great sound card to drive 
cheap speakers. 

Not long ago, you had to pay more 
than $100 for almost any sound card 
and, even then, it would not sound that 


about $200. 


116 PCGaming / Guide Series 


great. However, recently there’s been a 
real revolution in the industry. Sound cards 
are cheaper, easier to install, and higher 
quality. Most importantly, sound cards 
have moved from the slow ISA (Industry 
Standard Architecture) slots to the fast PCI 
(Peripheral Component Interconnect) slots. 


BLASTER 


\ 
PLATINUM 


Creative Technology's Sound Blaster Live Platinum produces top-notch sound for 


This speeds its access to the CPU (central 
- processing unit) and memory, and it makes 
the sound card a snap to install. 


= Do You Need A Sound Card? 
Before deciding which sound card and speak- 
ers to buy, you face a fundamental question: 
Do you want a sound card at all? You can 
now by digital speakers that bypass the 
sound card altogether and plug into the USB 
(Universal Serial Bus) port. The computer 
sends digital audio to the speakers, which 
convert it to analog sound. 


The big advantage of USB speakers is 
they free up a PCI (Peripheral Compo- 
nent Interconnect) slot and do not use an 
IRQ (interrupt request) line or DMA (direct 
memory access) channels. And since the 
signal is converted to analog outside 
the computer, there is less opportunity for 
interference: 

However, USB audio has significant 
drawbacks. You need Windows 98 and a 
newer computer to use it. The current 
bandwidth limit of 12Mbps (megabits 
per second) on the USB port can create a bot- 
tleneck, especially if you are also using 
another USB device. However, 
the most important limitation is 
that USB speakers just do not 
sound as good as traditional 
speakers. 

While USB speakers make 
sense on business machines run- 
ning Windows 98, users with 
more demanding audio needs 
should stick with traditional 
audio. 


= What To Look For. 
What to look for in a sound card 
depends on how you use your 
computer. 

Gamers. Modern games 
sound best with 3-D sound and 
lots of amplification. You need a 
sound card that can drive four 
speakers plus a subwoofer. Many sound 
cards, especially those targeted at gamers, 
come bundled with games and that may off- 
set the cost of the sound card. 

Games and sound cards communicate with 
each other using the A3D, DirectX, and EAX 
APIs (application program interfaces); how- 
ever, games vary in their support for these. 
You want to get a card that provides the best 
support for the API that works best with the 
games you play. 

Home theater. Home theater is more com- 
monly played through a television and is just 


Pretty much every computer sold in the past few years 


has a decent sound card. However, if you are looking for great 


music or a 3-D game experience, you are going to have to 


upgrade your sound card. 


starting to become popular on compu- 
ters. Since smaller monitors do not pro- 
vide the image of a big-screen tele- 
vision, home theater is always going to 
look better on a television. Nevertheless, 
for computers with a built-in DVD (digital 
versatile disc) player, adding good sound 
gives you a smaller home theater for little 
money. 

Home theaters require surround sound 
and AC-3 Dolby Digital, so your sound 
card will need to support these. Because 
of the extra equipment that you will need 
for a home theater, your best bet is to 
buy the sound card and speakers at the same 
time in order to make sure you get every- 
thing you need and that everything works 
together. 

Music. Your sound card does not have 
much impact on the sound quality when 
you play a CD, since the player generates 
the analog sound. 

If you play MP3 (Moving Pictures Experts 
Group, Audio Layer 3)'files, your sound card 
will have the duty of converting the digital 
information in the MP3 file into analog 
sound, as well as taking on the job of ampli- 
fying it. 


With that background in mind, we will 
look at a value-priced and a top-of-the-line 
sound card. By looking at both ends of the 
spectrum, you can get a good idea of the 
range of options and performance you can 
expect. 
=Œ Value Card. The Fortissimo sound 
card ($50) from Guillemot (http://www 
-guillemot.com) is a significant step up 
from most built-in sound cards, especially 
for music listeners on a budget. While it 
supports four speakers, only the front 
two speakers (and subwoofer) play when 
lis-tening to a CD. With games, it sup- 
ports Microsoft's DirectSound 3D, Creative 
Labs’ EAX, and Aureal’s A3D 1.0 but not the 
more advanced A3D 2.0. For home theater it 
has an S/PDIF digital output with optical 
connector. 

The software bundled with the card 
is light, but as we went to press, Guil- 
lemot announced an upgraded software 
bundle. The XL version will include the 
PowerDVD software DVD player, Music- 
Match Jukebox 4.4 for playing MP3 files, 
Liquid Player 5.0 for playing MP3 files and 
burning CDs, Maxman Studio Demo for cre- 
ating professional music, and a demo of 
UbiSoft’s RAYMAN 2: The Great Escape 
game. 


=E Top-Of-The-Line Card. Sound 
Blaster Live Platinum is the latest and most 
powerful sound card from Creative (http:// 
www.creative.com). The sound it produces is 
top-notch. 

The Sound Blaster Live Platinum is two 
separate pieces of hardware. The first is the 
typical PCI sound card. The second is a panel 
the size of a CD player that mounts in a drive 
bay on the front of your computer. This 
panel adds six jacks and two controls to the 
front of your computer. The jacks are: 
S/PDIF in and out (RCA/coaxial jack), head- 
phone out (1/4 inch stereo jack), line in with 
shared microphone in, and MIDI (Musical 
Instrument Digital Interface) in and out 
(standard DIN). 

The controls on the front panel are volume 
and microphone gain. Having the controls on 
the front makes them easier to access, but it 
does require a free drive bay and plugging 
cables into the front of your computer makes it 
look sloppy. 

The Sound Blaster Live Platinum has one 
of the best audio engines going. It supports 


"The Sound Blaster Digital /O Cardisa 
E daughtercard that adds functionality to 
any of the Sound Blaster Live sound 
cards. The kit consists of two hardwa 
components and software. The first com 
ponent is a daughtercard that replaces 
one of the slot covers on the back of your 
- computer. It does not plug into a slot; it 
simply replaces a slot cover for an unoc- 
cupied slot. It connects by cable to your 
Sound Blaster Live sound card and pro- 
vides connectors for MIDI (Musical — 
Instrument Digital Interface) in and out 
(DIN), Digital DIN, and a line in. There is 
also a connection to plug in the second - 
piece of hardware, an external adapter 
about the size of a thick pack of gum. It 
provides optical and coaxial connectors — 
for S/PDIF in and out. ee 
The Optical Digital I/O coupled with a 
Sound Blaster Live will deliver pure — 
digital audio output in both conventional — 
RCA and optical formats, makingit = 
ideal for users wanting high quality, includ- 
ing high-end audiophiles, DAT (digital 
audio tape) users, and the mini disc com- 
munity. [_] 


every type of input you can imagine and 
features Dolby Digital Output. The difference 
in listening to digital CD audio, rather than 
analog, is truly amazing. It also supports 
multiple audio streams, so you can listen to 
music while playing a game and hear them 
both. 

Sound Blaster Live is actually a line 
of sound cards. There are two versions, 
the X-Gamer and MP3+, that retail for 
$100. Both omit the front panel and digital 
output and both come with a skimpier 
software bundle that is targeted at 
their respective audiences, but both 


have excellent audio. The Platinum is the 


top-of-the line model that retails for $200. It 
has all the hardware along with a massive 
software bundle. 


by Ronny Richardson 
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Speakers 


Cutting Corners Is Not The Way To Go 


are two things you should strongly 
consider throwing away as you un- 
pack it: the speakers. With consumers 
demanding lower computer prices, computer 
makers have to cut corners. Many start the 
cost cutting with the speakers. Instead of 
including impressive speakers, they toss in 
the least expensive speakers they can find. 
Those speakers are fine for the beeps that 
Windows makes, and you can tolerate them 
for playing an occasional MP3 file. However, 
if you play serious music or games, or you 
use your DVD (digital versatile disc) drive to 
watch movies on your computer, then you 
are going to want better speakers. Much bet- 
ter speakers. 
You do not have to spend a fortune. For 
$100, you can buy speakers that will produce 
_sounds that rival your home stereo. For less 
than $300, you can buy speakers that will 
surround you in sound as you listen to DVD 
movies or play your favorite games. 


T he next time you buy a computer, there 


Æ Shop For Speakers. You shop for 
computer speakers the same way you shop 
for stereo speakers. The main thing to do is 
listen to them before you buy them. When 
you do this, listen to the same audio sources 
you will be listening to at home. Rock fans 
should take some Alice Cooper with them, 
country fans some Johnny Cash, and so on. If 
_ you plan to use them with your DVD player, 
take a movie with you. Only try to compare 
two sets at once; otherwise, your ears will 
have difficulty telling them all apart. 

As you listen to the speakers, notice the 
sound. Is it clear? How is the bass? At the 
volume you normally use, does the speaker 
rattle or wimp out? Listen to enough music 
(or DVD) that you are sure the speakers can 
handle everything you will be throwing at 
them. 

In addition to the listening test, also consid- 
er the following: 

* Do the speakers run off an AC adapter 


rather than batteries? You do not want to ~ 


change batteries all the time, and battery- 
powered speakers rarely sound as good as 
AC-powered ones. 
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e In addition to volume and on/off, what 
controls do the speakers have? At a mini- 
mum, they should have bass and treble 
controls. 

Do they feel solid? Will they last? Pick 
them up and hold them. You might also 
notice if they fit with your overall décor. 
All of the speakers in this review are black, 
white, or light beige, and none gives you a 
color choice. 

Notice the size of the speakers. If you have 
a small, crowded desk, 
you will need small or 
even flat-panel speakers. 
If you have more room, 
you can consider larger 
ones. Keep in mind 
that generally, the 
smaller the spea- 
kers, the more bass- 
challenged they are 
since it requires 
a certain amount 
of air movement 
from the spea- 
ker to generate 
the long wave- 
lengths of low 
frequencies. 


that ship with new systems and clutter up 
the discount stores. 

As a group, these sets include three speak- 
ers: two satellite speakers and one subwoofer 
designed to place on the floor. As a group, 
they deliver far superior sound to anything 
likely to be included as standard with your 
computer. 


Sonigistix 
Monsoon MH-500 


At $99, the Sonigistix Monsoon MH-500 
speakers (http:// www.sonigistix.com) are one 
of the best of the less-than-$100 category. The 
Monsoon line is an upscale line and has a her- 
itage of impressive sound. 

The MH-500 set consists of three speakers: 
two satellite speak- 
ers and a 17-watt 


e Do you need The Sonigistix Monsoon MH-500 speaker set consists of three speakers: two 
a powered satellite speakers and a 17-watt subwoofer. 


subwoofer? 
For home - 

theater or some kinds of music, the 
bass makes all the difference, and most 
regular speakers cannot handle all 
that bass. This is especially true for 
home theater where the subwoofer 
will really make the roar of cars and planes 
jump out at you. All of the speakers 
in this review come with a powered 
subwoofer. 


E Speakers Less Than $100. With 
those tips in mind, we will take a look at a 
couple of different groupings of speakers. 
The first grouping we will consider includes 
some good speakers that cost less than $100. 
These are the first category of speakers above 
the $50, no-name, no-subwoofer speakers 


subwoofer. The two satellite speakers 
are tall and skinny. The tweeters in the 
satellite speakers use Sonigistix’s patented 
Planar Focus Mylar-based construction, 
which gives them crisp and clear high 
notes. The lower half of the satellite speakers 
is a traditional cone speaker for handling the 
mid-range. A pair of 8.5-watt amplifiers dri- 
ves each satellite speaker. The result is speak- 
ers that are too highly directional for 
our tastes but would be appreciated in an 
office setting. 

The subwoofer has a separate volume con- 
trol and is housed in a lightweight case you 
place on the floor. The system produced 
great sound at low to moderate volumes that 
were every bit as sharp and clear as the more 


expensive Monsoon speakers. However, the 
subwoofer had trouble keeping up with the 
satellite speakers and had real problems han- 
dling high volumes. 

Users will find the Monsoon MH-500 
speakers are a significant improvement 
over their factory-supplied speakers. For 
most users, this modest upgrade is all that is 
required. Serious gamers and anyone 
who likes loud music with lots of bass should 
consider one of the more expensive sets of 
speakers. 


Labtec 
Edge-418 

At $79.99, the Labtec Edge-418 speakers 
(http://www.labtec.com) combine innova- 
tive design with an impressive sound. 

The satellite speakers are flat- 

~ panel speakers that are thin- 
ner than a sandwich. 
They can free-stand on 
a desk, or you can mount 
them to the moni- 
tor or hang them 
on the wall. All 
the necessary | 
hardware is in- 
cluded. No mat- 
ter how you 
mount the 
speakers, there |f 
is a handy 
thumbscrew 
device for 
your desk- 
top for easy 
volume 
control. 

A pair 
of 5.5-watt 
amplifiers 
drives the satellite speakers, and they pro- 
duce powerful sound, considering the 
wattage. A 19-watt amplifier powers the 
subwoofer. The base is solid and superior 
to the Monsoon MH-500, but the Monsoons 
did a better job on the high and mid- 
range sound. The small size of the satellite 
speakers makes finding a spot for them a 
snap. 


design with an impressive sound. 


E Top Of The Line. The next batch of 
speakers we looked at was the top-of-the- 
line speakers. These generally come with 
a massive subwoofer and four satellite 


The Labtec Edge-418 speakers combine innovative 


speakers for surround 
sound. They also fea- 
ture more power and 
clearer sound. These 
are the speakers that 
serious gamers and 
audiophiles want. They 
are also great if you use 
your computer to play 
DVD movies. 


Boston 
Acoustics 


Cambridge 
Soundworks | 
Desktop Theater 
5.1 DTT2500 


The Cambridge Sound- 
works Desktop Theater 5.1 
DTT2500 speakers ($299; 
http:/ /www.creative.com) 
are designed to be used 
with a DVD player, so 
they make an excellent 
choice if you are going to 


BA4800 The Boston Acoustics BA4800 speak- Watch movies on your 

ers are great for gamers. They computer. The set comes 

The Boston Acoustics provide excellent sound with five smaller satel- 
BA4800 ($199.95; http:// for a relatively low price. lite speakers, a heavy 


www.bostonacoustics 
.com) is a great set of 
speakers. They are $100 less expen- 
sive than the Cambridge 
Soundworks speakers 
reviewed here and play 
music and games just as 
well, although the Cam- 
bridge speakers do a bet- 
ter job with movies. 

The satellite speakers 
are deceptively small, 
almost tiny. The two rear 

speakers have 20-inch 
stands you can mount them 
to. The subwoofer is heavy and 
massive, but the cabling is 
straightforward and it is a snap 
to set up the system. The 
speakers do not have a digital 
input, and they also lack an 
onboard Dolby Digital 
decoder so the input 
source must do the 
decoding. Boston Acou- 
stics also has a new sys- 
tem, the BA7500, targeted at the home theater 
market. 

The sound that comes out of these speak- 
ers is fantastic. You can turn it up as loud as 
you like and there is no clipping or distor- 
tion. The speakers have powerful amplifiers 
and could produce sound louder than most 
people are comfortable with; however, 
Boston Acoustics does not publish power fig- 
ures. Using these speakers with your com- 
puter makes it sound as good as a good 
stereo. The combination of surround sound, 
great sound, and a lower price also make 
these great gaming speakers. 


subwoofer, and an exter- 

nal amplifier with a Dolby 
Digital AC-3 Decoder. Also included 
are stands for all the speakers and all the 
cables you need. For everything that is 
included, these speakers are impressively 
priced. 

Setting up a sound system like this took 
some time, as much more was involved than 
simply plugging in a couple of speakers. 
Once we got everything connected and the 
speakers properly positioned, the sound was 
fantastic—the best of the group. The amplifi- 
er took the signal from the Sound Blaster 
Live sound card used for this test and gener- 
ated clear and loud sound, and the six speak- 
ers did an excellent job of reproducing that 
sound. 

The decoder accepts both analog and 
digital inputs, so if your sound card sup- 
ports digital sound, you can send sound 
to these speakers without the quality 
losses associated with computer audio. This 
is especially important with newer DVD 
movies. 

Simply put, the Cambridge Soundworks 
Desktop Theater 5.1 DTT2500 speakers are 
the best home theater speakers you can buy 
for your PC. The speakers are too much for 
music and for many games, but games such 
as Rogue Spear that generate surround 
sound are wonderful with these speakers. As 
more games take advantage of surround 
sound, gamers are going to flock to these 
speakers. 


by Ronny Richardson 
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Get In Control 


Good Gaming Devices 
Put You in Command 


ou want game? Start by getting a good 
Y game controller that suits your gaming 

needs. From joysticks to mice, a well- 
designed device can enhance your gaming 
experience with timesaving programmable 
features, precise control, speedy response 
times, and realistic force-feedback technology. 

Some controllers, such as feature-packed 
joysticks and highly specialized flight simula- 
tion controllers, are designed specifically with 
the serious gamer in mind and feature full-axis 
control for complete 360-degree maneuverabil- 
ity. Other controllers are suited more for the 
weekend PC game warrior and come with sim- 
ple, streamlined designs, two- or three-axis 
control, and a more affordable price tag. 

In this article, we'll discuss the different con- 
troller options available for serious and occa- 
sional gamers alike and look at some of the 
market's newest PC gaming devices. Whatever 
your gaming tastes, chances are there's a game 
controller to suit your preferences and fit your 
budget. (NOTE: Prices mentioned in this article 
are all estimated street prices unless otherwise 
noted.) 


E The All-Purpose Controller. 
Joysticks are some of the most versatile 
and easy-to-use game controllers available 
and often include lots of buttons, switches, 
and other options for the ultimate in preci- 
sion, control, and programmability. In addi- 
tion, you can use most of these devices 
efficiently and effectively in a variety of PC 
games, from flight simulations to arcade- 
style action. 

The $70 F-16 Combatstick 
USB from CH Products, for 
example, comes loaded 
with programmable options 
for quick, one-button com- 
mands in various games, 
a throttle, two hat switch- 
es (buttons that provide 
point-of-view func- F-16 Combatstick USB 
tionality), and a trig- 
ger. A clean, uncomplicated setup and an 
easy-to-install USB connection mean that 
even novice players can quickly accustom 
themselves to the device. 
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Saitek Industries’ new $87 X36 Flight 
Controller also offers lots of customizing flexi- 
bility through numerous 
programmable options. 
Designed primarily for seri- 

ous flight game enthu- 

siasts, the X36 com- 

bines a joystick with 

throttle/rudder units 
and features smooth, 
gliding action and sev- 
eral controls and options needed to cruise the 
skies and outer space with confidence and pre- 
cision. We also liked the accompanying SGE 
(Saitek Gaming Extension) software, which 
automatically configures the controllers for 
various games and makes programming but- 
tons easy. 

Less-expensive, all-purpose joysticks in- 
clude Saitek's fully-adjustable $40 Cyborg 3D 
Digital Stick Gold, Microsoft's $55 SRP (sug- 
gested retail price) SideWinder Precision 2, or 
the $34 WingMan Extreme Digital 3D from 
Logitech. All of these joysticks come with the 
customary joystick controls and buttons, 
though they may not offer the precision, con- 
trol, and full-axis features available on more 
expensive controllers. 

For realistic game play, however, few con- 
troller features can compare to force-feedback 
technology, which uses a special combination 
of hardware and software to let you feel the 
action incompatible games. Using a joystick 
with force feedback response, for example, you 
can feel impacts, gunfire recoils, wind resis- 
tance, and more through the controller itself. 

One of the best force-feedback joysticks 
we've tested is Microsoft's SideWinder Force 
Feedback Pro, which fea- 
tures a swiveling handle 
free-flowing control re- 
sponse, loads of program- | 
mable options, and ex- 
tremely accurate force feed- 
back performance. Recent- 
ly, Microsoft announced its 
fall release of the Side- 
Winder ForceFeedback 2, 
which will feature a built-in 16-bit, 25MHz 
(megahertz) chip for even more intense force 


X36 Flight Controller 


SideWinder Force 
Feedback Pro 


feedback response. Even so, the unit's $120 or 
higher price tag may put off some of the more 


budget-minded gamers. 

Instead, these consumers might 
want to consider the $75 Logitech 
WingMan Force 3D, which fea- . 
tures a more compact design than 
the Microsoft stick and 
includes a twist-action rudder, 
programmable buttons, and a 
USB connection. We also liked WingMan 
the Force 3D's smooth control; Force 3D 
precise movement; and powerful, accurate 
force-feedback responses to game action. 


E Action On Wheels. No other game 
controller can compare to the realistic racing 
and driving experience you get from wheel 
devices. Many of these controllers include sep- 
arate brake and gas pedal units and feature the 
force-feedback technology that lets you feel 
every bump, curve, and crash in compatible 
road and racing games. 

A wobbly wheel with hard-to-reach com- 
mand buttons can ruin your driving fun, so be 
sure you purchase a well-designed device, 
such as the Act Labs Force RS, that fits your 
hand and attaches firmly to your desktop. In 
addition to easy-to-reach programmable but- 
tons, shifters, and a hat switch, the $139 RS 
also offers excellent force-feedback response, 
precise control, and 270-degree turning radius. 
You can even purchase extra $20 cartridges 
that let you use the RS on Sony, Sega, 
Nintendo, and other game consoles. 

We also liked the performance and design 
of Microsoft's $135 SideWinder Force Feedback 

Wheel, which comes with six 
4 easy-to-reach pro- 
grammable options 
and good force-feed- 
back response, han- 
Force Feedback dling, and control. Other, 
Racing Wheel less-expensive force-feed- 
back wheels include Guillemot's $119 Force 
Feedback Racing Wheel and Logitech's $83 
WingMan Formula Force GP. 

However, although good force feedback is a 
great enhancement to any road action, the 
technology can add quite a g” 
few dollars to the con- 
troller's cost and is not 
necessary for an enjoyable 
driving game experience. 
Several wheels, such as 
Saitek's R100 Digital, the 
ThrustMaster NASCAR Pro 


Pro Digital 2 
Racing Wheel 


Digital 2, and Logitech's WingMan Formula 
GP wheels all cost less than $70 and feature 
programmable buttons, pedals, and gearshifts. 


E Transforming The Gamepad. 
Popular among all levels of gamers, compact, 
easy-to-handle gamepads are ideal for fast 
action play in a variety of games. Many PC 
gamepads resemble joystick hybrids, complete 
with mini joysticks, programmable buttons, 
and axis control. A few soon-to-be released 
gamepads, such as Logitech's WingMan 
RumblePad, the Gravis Xterminator Force, and 
ThrustMaster's Firestorm Dual Power 
Gamepad, will even feature force-feedback 
technology. 

Some units, such as the $40 Microsoft Dual 
Strike, hardly resemble a ; 
gamepad at all. With its 
two-piece, ball swivel 
design, the Dual Strike 
aims to give users joy- 
stick-like control by 
moving the device's 


Microsoft 
Dual Strike 


right arm. In our initial tests, we found the 
controller a bit unwieldy. However, we did 
like the numerous programmable options that 
let experienced gamers take more control of 
their game. 


Other, simpler gamepads include the, 


Logitech WingMan Gamepad Extreme and the 
Saitek P2000 Tilt Pad. These con- 
trollers, which cost about 
$35 each, feature pro- 
grammable buttons, 
triggers, and tilt-motion 
(or axis) technology that 
let you simply point the 
controller in the direction you want to go with- 
in the game. Team players may also find CH 
Products’ $22 USB Gamepad useful, as the 
device will work with up to 16 compatible USB 
gamepads plugged into a single system. 


CH USB Gamepad 


E Mice That Roar. This long-time com- 
panion to the PC can hold its own among the 
most technologically advanced game con- 
trollers. Gaming mice often feature a sleeker 


design than traditional computer mice, as well 
as faster, more precise response and control. In 
addition, most computer users already have 
experience using and manipulating on-screen 
objects with a mouse, so they won't have to 
spend much time getting accustomed to the 
device in a gaming environment. 

Some gaming mice, such as the $100 (direct 
price) Razerzone Boomslang 2000 are designed 
specifically to increase the controller's speed, pre- 
cision, and sensitivity during game play. Others 
simply offer an ergonomic design for hours of 
comfortable game play at a reasonable price. The 
three-button Logitech WingMan Gaming Mouse, 
. for example, costs $35 and 
m comes with a USB and 
PS/2 connection, four 
extra programma- 
ble buttons, and a 
scroll wheel. 

One new gaming 
mouse, Logitech's WingMan Force Feedback 
Mouse, even features force-feedback technolo- 
gy. Attached to a special mouse pad, this $90 


WingMan Gaming Mouse 


Ports Of Interest 


Yy our system's link to the out- 
„a side world, computer ports 

. enable input and output devices 
to transmit data back and forth 
to your system. These ports are 
usually located on the back of a 
computer. They come in various 
shapes and sizes and are 
attached to the system's mother- 


board, sound card, and/or other 


expansion boards. Knowing 
which slot is used for which type 
of device is important when 
choosing, installing, and setting 
up a joystick, gamepad, or other 
gaming hardware. 

Two older types of ports that 
are among the most common 
found in PC systems are serial 
and parallel ports. Serial ports, 
also called COM (short for com- 
munication) ports, transmit data 
to and from computer compo- 
nents one bit at a time while par- 
allel ports allow several bits of 

data to flow simultanéously. 
Gaming devices, keyboards, 
_ and mice typically use serial port 


connections while printers typi- 
cally use the system's parallel 
port. À 

The number of pins and size 
of a serial port varies depending 
on its purpose. Older serial ports 
featured large 25-pin serial con- 
nections or round 9-pin plugs. 
However, many of today's PCs 
come with other types of ports, 
including a 15-pin serial port 
attached to a sound card, a cou- 


ple of PS/2 connections for a 


keyboard and mouse (called 
PS/2 because they were origi- 
nally designed by IBM for its 
PS/2 computer), one or more 
USB (Universal Serial Bus) 
ports, and a large 25-pin parallel 
connector for a printer. ; 


Joystick/MIDI Ports. 

Using this 15-pin port (also 
called a game port) attached to 
your sound card, you can only 
install and use one gaming 
device at a time on your comput- 
er, even if you may have more 


than one compatible serial port 
available. Some internal hard- 
ware, such as a modem, that 
use your system's internal serial 
connections can also interfere 
with the game port and render a 
device useless. However, you 
can often eliminate these sys- 
tem resource conflicts through 
troubleshooting and technical 
support assistance. 


PS/2 Ports. 
PS/2 ports feature 6-pin serial 
connections that work specifical- 


- ly with mice and keyboards. 


Most of today's computers fea- 
ture these small round connec- 
tions, which replaced the larger 
round 9-pin ports. 


USB Ports. 


USB ports began appearing 
on desktop computers in the 
mid-1990s, and today, they 
appear on most new systems. 
These flat thin connectors can 


support up to 127 peripheral 


devices connected in daisy- 
chain fashion and let you con- 
nect and operate multiple gam- 
ing devices simultaneously on a 
single system. USB ports trans- 
fer data much more quickly 
(between 1.5 and 12Mbps 
[megabits per second]) than - 
other port connections. They're 
also plug-and-play compatible, 
meaning you can unplug one 
device and plug in another with- 


~ out having to reboot your system 


or reconfigure hardware. 
Joysticks, gamepads, wheels, 
and other gaming devices usually 
come with either the 15-pin game 
port or the USB connection. 
Some even come with plugs for 
both interfaces so that you can 
still use that particular device. 
should you upgrade to a USB- 
compatible computer in the 
future. Be sure to check the pack- 
age of whatever gaming device 
you purchase to ensure that you'll - 
bring home the one that's right for 
you and your system. 
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game controller offers smooth, precise control 
and accurate tactile response. The unit's FEELit 
Desktop feature also brings force feedback 
right to the Windows Desktop, letting users 
actually "feel" menus, icons, radio buttons, and 
more. 

Enthusiastic gamers who want lots of pro- 
grammability and fast response may also want 
to check out the $42 Saitek GM2 Action Pad 
and Mouse. Comfort- 


able, smooth, and very Ç D> 


responsive, the GM2 
features programma- —_gaitek GM2 Action Pad 


ble buttons, a mini 
joystick, hat switch, scroll wheels, and the 
easy-to-use Saitek configuration software. 


E Yokes & Other Oddities. Some 
controllers simply don't fall into a traditional 
game device category. For example, yokes, 
while often grouped among joysticks, are a dif- 
ferent breed of controller altogether and are 
designed specifically to resemble airplane 
cockpit controls for flight-simulation games. 
Other controllers simply serve as secondary 
controllers to make executing various com- 
mands and actions easier. 

In general, gamers have fewer affordable 
choices among yoke devices than for other 
. game controllers. Some of these units, such 
as the Cirrus Yoke from Precision 
Flight Controls, can cost 
$500 or more. ` 
However, the 
affordable 
$110 Flight 
Sim Yoke USB 
from CH Pro- 
ducts includes 
most of the fea- 
tures air-simulation gamers look for, including 
pitch, roll, throttle, propeller, and mixture 
levers as well as gears, flaps, and point-of-view 
capabilities. 

Secondary controllers can increase your 
level of play and the pace of action by letting 
you use both hands to execute commands. The 
flat-panel PC Dash from Saitek, for example, 
comes with a hat 

switch, 35 pro- 

grammable 
buttons, two 
ae fire buttons, 
and three func- 
tion buttons. You can also use 

the $70 (direct) PC Dash for cut-and-paste and 
other editing functions in various nongaming 


Flight Sim Yoke USB 


-PG Dash 2 
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Just Say It! 


Internet or a LAN connection 


F ree your hands and bring — You'll need a voice-can- i 
your gaming experience  celing microphone to im- and activate voice controls 
to a new level using voice- prove the program's voice- — and select team members _ 
enabled PC gaming soft- recognition capabilities, using the control unit. You 
ware from Mindmaker or especially if you're playing in can even create or add your 
Microsoft. With precontig- a noisy environ- own commands 
ured templates for a variety ment. You'll also through the Side- - 
of games, no voice-training need a full-duplex Winder Web site. 
requirements, and easy- Windows (Win) Available in Oc- 
to-use software, these pro- 95- or 98-compati- tober, the Game 
ducts let you simply say ble sound card Voice works inde- 
what you mean (“attack,” and a computer à pendently of your 
"reload," or "change wea- with at least a SideWinder computer games 
pons") to bring your favorite 200MHz (mega- Game Voice or Web sites. To 
games to life. hertz) chip, 32MB Headset operate the Game 
Mindmaker's Game Con- (megabytes) of Voice, you'll need a 
troller sells for $30 and _ RAM (random-access mem- system with a Pentium Il 
comes with a headset ory), and 10MB of free hard © 233MHz or faster processor, 
and CD-ROM software. drive space. 32MB of RAM for Win98 or 
The MX version lets you The $49.95 SideWinder 64MB of RAM for Win2000, a 
issue commands and chat Game Voice from Microsoft CD-ROM, and a 33.6Kbps 
with friends offers gamers modem. 
simultaneous- more flexibility, Affordable and fun, the 
ly during game but its USB Game Commander and 
play when port works on- Game Voice should appeal 
used with Win- ly with sys- to hardcore and light-heart- 
dows-compati- tems running ed gamers alike. Aside 
ble chat pro- Win98 or from the added realism, - 
grams such as 2000. The unit these programs also help 
Roger Wilco, arrives witha you speed up game action 
BattleCom, SideWinder Game Voice game headset, by letting you use voice 
and FireTalk. Control eight-button commands and game con- 
Game Control- control unit, troller functions simultane- 
ler also comes with preset and the voice software on ously-an advantage that 
configurations for Starcraft, CD-ROM. You can use the will have your competition 
Descent: Free-space, Urban Game Voice to communicate running for cover. |] 
Assault, and more. with other players via the 


programs. Saitek's next offering, the PC Dash2, 


will feature a USB connection and Internet 
functionality. 

Similar to the PC Dash and the Saitek Action 
Pad unit, the Strategic Commander from 
Microsoft also features functions for a variety 
of games and comes with loads of programma- 
ble buttons and other options for left-handed 
play. Available this fall, the $60 SRP Strategic 
Commander will let gamers quickly and easily 
assign commands without having to stop the 
action or exit the game. 


E Tying It All Together. Experienced 
gamers often own multiple controllers to suit 
all their gaming needs. For these users, 


investing in a hub, such as Logitech's $60 7- 
port or Saitek's $22 4-port USB hub, will allow 
them to hook up several USB-compatible 
units to a single system for playing in teams 
and easily switching among controllers. 

Occasional gamers, however, will probably 
only need a single controller for their game 
action. When searching for a device, just keep 
in mind the type of PC games you enjoy and 
the amount of money you're willing to spend 
for gaming. By using time and money wisely, 
both novices and hard-core gamers can devote 
their energy to what really matters in PC gam- 
ing—the action! 


by Lori Robison 


Doug 
Lowenstein 


The President 

Of The IDSA 
Tackles Gaming’s 
Tough Issues 


who journeyed from being a cub reporter in 

Washington, D.C., to legislative director for a U.S. 
senator, to executive vice president of a prominent 
communications firm that handles numerous political 
clients. Then, in 1994, Lowenstein became the first pres- 
ident of the IDSA (Interactive Digital Software 
Association) and built it from nothing into the world’s 
most influential,trade body for the computer and video 
game software industry. 

In addition, the IDSA founded the always-anticipated 
E3 (Electronic Entertainment Exposition), which is now 
one of the largest annual trade shows in America. 
Furthermore, Lowenstein and the IDSA have conducted a 
formidable antipiracy campaign, formulated a game con- 
tent ratings system, created an independent review board 
to monitor industry advertising practices, and developed 
a program to help educate lawmakers about the gaming 
industry's issues. 


Given your wide-ranging political background, 


i t was a long 20-year road for Doug Lowenstein, 


what persuaded you to move into the entertain- 
ment world? 


Just the natural flow of events and business. The com- 
munications firm I was at represented a number of clients 
at the time. One of the people who worked in Washington 
on some of the entertainment-oriented accounts left to join 


Name: Douglas Lowenstein 

Age: 49 

Years in the gaming business: Six 

Current company: Interactive Digital Software Association (1994-present) 

Title: President 

Past companies: Robinson Lake Sawyer Miller Inc. (1991-1994), National 
Strategies Inc. (1986-1991), the office of U.S. Senator Howard Metzenbaum 


the Clinton administration, and I kind of took over that 
portfolio in the Washington office. I guess you could call it 
right place at the right time, or they had nothing better, 
one of the two. 


You’ve described the game console market as a much higher 
growth area than PC-based games. Is this still true? 


Oh, yeah. I mean, when I took this job, the conventional wisdom in at 
least some quarters was that the PC game business would soon eclipse 
the consoles-_{because] the consoles were about to be rendered obsolete 
by the newly emerging mass market-priced PC. Well, we sit here six 
years later and the console game business continues to represent about 
two-thirds of the market. And, while the gross revenues of both console 


(D-OH) (1982-1986) 


growth rate on the console market has generally been more accelerated. 


What is the real draw of the TV-based gaming solutions 
over PCs? Are there technical factors that make them so 
attractive? 

I think there are a number of reasons. One is price. You can buy a 
Sony PlayStation or Nintendo 64 for $99. You take it home, hook it up 
without requiring any advanced degrees in computer science, and 
you're playing five minutes after it’s out of the box. And, it’s the fact 
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that it’s a dedicated console for gaming. The PC—as good a gaming 
platform as it is—is so very expensive, homes don’t have several of 
them. And, it’s a multifunction machine, so it is in use for lots of other 
things in the home and has to share time with lots of other functions. 


Gaming often takes a heavy rap for appealing to the lowest 
common denominator—Panty Raider comes to mind. Do you 
think this is an accurate statement? 


No, actually I think it’s pretty ignorant statement by those who make 
it. For every Panty Raider, there are a lot more SimCity 3000s; or The 
Sims; or Age Of Empires; or Mario; or NHL or NFL sports titles that are 
enormously engaging, entertaining, and, in many cases, quite enriching. 
And, if you look at the best-seller list, you'll see quite a large number of 
what people might regard as fairly prosaic titles, [such as] Monopoly, 
classic games, [and] Frogger. Things of that sort do extremely well at 
retail, which suggests that Panty Raider may generate a good bit of pub- 
licity, but publicity does not translate into popularity in sales. 


is there any substance to the correlation between gaming 
violence and real-world violence? 


In December [1999], the government of Australia looked at all the 
research that’s been done over a 10- or 20-year period on this subject, 
and it concluded that there was no credible evidence that links 
violent video games to aggressive behavior. So I sort of defer to the 
people who have a little greater expertise than I do and who are 
somewhat objective in their approach to the issue. And that study is 
quite interesting because they pointed out that many of the people 
who were doing the research were trying to find adverse affects 
and couldn't. 

Does that mean that everybody out there ought to be playing a 
mature-rated game? Of course not. That’s why there’s a rating system. 
That's why we encourage people to pay attention to the types of 
games their kids are playing and to make informed choices for what's 
appropriate for their kids. Obviously, the 99.99% of the people who 
play any of these games are well-adjusted socially, mentally, and oth- 
erwise and see these games for exactly what they are: an entertaining 
fantasy experience. 


What types of tangible results has the IDSA seen from its 
ESRB (Entertainment Software Ratings Board)? 


Six years ago, there was no basis for people to make informed 
choices about what they purchase. Now, as of last fall, when we did 
some research, we found that 45% of consumers were aware of the 
ratings system. That’s not high enough, but it’s not bad for five years 
of work. And, the rating system itself has been characterized by 
even critics of the industry as the best rating system out there. So we 
think what we’ve seen is the implementation of a tool that puts con- 
trol in the hands of the people who ought to have it, which are the 
parents and other consumers. We know that when people use the 
rating system, 78% of them say that it’s helpful in making purchasing 
decisions. 


Should software registration be required to thwart piracy, or 
would that be considered an invasion of privacy? 


If a company wants a product to be registered as a way of having 
information about the buyer, I think that’s certainly an option they 
ought to be able to have. Collecting that information isn’t an invasion of 
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privacy. The invasion of privacy comes if you take that name and you 
use it for purposes that might not be appropriate. 


Is registration an integral part of the piracy-prevention 
process? 

I think it’s a part of it, but in the long run, the focus is more on techno- 
logical measures—making it more difficult for people to copy your 
work, giving the product as much of a window as possible to sell 
through legitimate ways. I think it’s going to be very difficult to ever 
eliminate piracy. In our industry, products do the bulk of their sales in 
the first three to six months after the product's release. If you can protect 
the property for much of that initial period, you will have gone a long 
way toward protecting your revenue stream and your ability to recover 
your R & D costs so you can reinvest that money into more products. . 


What kinds of changing trends do you see emerging in the 
gaming business? 


I think as you go to more advanced hardware systems in the next 
year, you will see games themselves go to yet another level of realism 
and emotional involvement of players with characters. Artificial intelli- 
gence will become more sophisticated, characters and games [will 
behave] more like people in real life, [and] your ability to interact and 
control your environment as a player [will be] even more deep and real 
than it is today. You'll see games that graphically look more realistic, 
where you can see the tears and the furrowed eyebrows in people and 
the smiles and other emotions. 


How integral have online components become to gaming? 

They are increasingly integral. I think that portion of the business is 
still in the development phase. It is not nearly as big and ubiquitous 
as it will be, and I think that there is not a game company out there 
that doesn’t look at online as perhaps the final frontier for this 
business. Everyone is looking at different strategies and ways to get 
there. I think the market is still sorting through business models and 
consumers are still sorting through what they want, what they're 
willing to pay for, and how much they’re willing to pay for it. I think 
the bottom line is that game companies know this business will 
increasingly be online, particularly as we go more and more toward a 
broadband world. 


Eventually, when you retire as president of the IDSA, what do 
you hope to have accomplished? 

I guess my goal whenever I leave here is to have established this 
association as a powerful and effective voice for the interest of the inter- 
active-entertainment community, both at the business level and at the 
political level. To have worked in any number of ways to create an: 
environment that would allow companies in this industry to thrive and 
to contribute to the recognition of this industry as, in my view, proba- 
bly the most important content industry in the world in the 21st centu- 
ry. The 20th century was a century of passive entertainment—televi- 
sion, radio, film. Now, we're living with a generation that’s growing up 
on interactivity and technology. They're not passive, and when you 
give them a form of entertainment that’s both entertaining and allows 
them to control and interact with their environment, I believe that’s a 
powerful combination. 


by William Van Winkle 


DATAE E 
George Broussard 


The John Wayne Of First-Person Shooters 


early a decade ago, George Broussard 
y teamed with pal Scott Miller to create a 

new gaming company, Apogee, run by 
developers with no bureaucratic constraints. 
With their introduction of Duke Nukem 3D, 
the dynamic duo ushered in a new type of 
action games, first-person shooters. Today, 
their company, 3D Realms, continues to make 
Duke Nukem a household name while keep- 
ing an eye on the future. We talked with the 
action gaming guru about the past, present, 
and future. 


Where are you from originally, and 
where do you live now? 


Pretty much been in Texas all my life. I live 
in Garland now, a suburb of Dallas. 


What were your earliest experiences 
with video games? 

Playing Pong when it was released in the 
early ‘70s, then playing classics like Space 
Invaders, Asteroids, Space War, and the like as 
they were released. I was an official video 
game junkie. 
Why did you decide to get into the 
gaming industry? 

[I had] a love for games and [a love of] mak- 


ing them. I started programming around 15, and 
it was natural to write my own smaller games. 


Were you ever worried about not suc- 
ceeding in the business of gaming? 

No. We always figured that we were die- 
hard game players and if we made games we 
liked, then others would like them too. So far 
that basic principle has held true. 


How did Apogee get started? 


Name: George Broussard 

Age: 37 

Years in the gaming business: 10 

Current company: 3D Realms 

Title: Co-owner, co-founder of 3D Realms 

Past Companies: Apogee/3D Realms 

Favorite games ever: M.U.L.E., Doom, 
the Monkey Island series 

Least favorite games: Too many to list 

Current game in progress: Duke Nukem 
Forever 

Game for which Broussard is best 
known: Duke Nukem 3D 


My partner, Scott Miller, and I both released games we wrote in the 


one, hook players on the gameplay, then 
sell them the rest directly. They would 
have to pay to get their fix. The gamble 
paid off. 


Why was 3D Realms started? 


Because in 1994 3-D games were clearly 
the future, and we wanted a company label 
known only for 3-D games. 


What's the atmosphere like at 3D 
Realms’ offices? 

Pretty laid back. We're a small team of 
maybe 15 people working on one game. We 
are all friends and hang out, eat, and see 
movies together. 


It seems like a lot of developers 
have started at Apogee and then 
joined or started other well- 
respected game companies. Do you 
have any idea how much you and 
Apogee have influenced gaming as 
a whole? 


I think we've worked with some really 
good people in the past. And talented people 
tend to grow and do their own things. We've 
worked with id Software, Parallax Software, 
Terminal Reality, and more and spun off 
companies like Ritual Entertainment and 
Gearbox Software. In 1990, there were basi- 
cally no game companies in Dallas. Today 
there are 10 or so. I think we're directly or 
indirectly responsible for about half of them 
being here. 


What would you say is your greatest 
accomplishment in gaming? 


Working on Duke Nukem 3D, a game 
that helped define first-person games. 


late 80s as shareware and soon were making more money than our 
“real” jobs, so we quit and started Apogee Software and never looked 
back. Before long we were working with talented groups like id 
Software on some of our early titles. 


What gave you the idea for shareware? 


Scott actually started the shareware thing. He had six or so smaller 
games in a series called The Kingdom of Kroz. Rather than release 
them all for free or ask for payment individually, he decided to release 


What have been your most popular products? 


Wolfenstien, Commander Keen, Rise of the Triad, and the Duke 
Nukem series. 


What was your role in the development of Duke Nukem 3D? 
I was the project leader. 


What was the most challenging part about developing Duke 
Nukem 3D? 
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In hindsight it wasn’t all that challenging. It was a different time then 
and things were simpler. We knew what we wanted to make and just 
did it. We didn’t really have any team turnover or technical issues or 
anything. It was a very pure time for making games, and everything was 
really smooth. 


You've described your development procedure as bottom-up 
rather than top-down. How do you keep a consistent vision 
for the game through that process? 

The vision’s the easy part. What's hard is making a game that push- 
es new boundaries, rather than just being a clone or an evolutionary 
step. We have a fairly detailed design for the game, but we also take 
the time to add in fresh, new ideas, those ideas that come to you as you 
make the game that you couldn’t plan for. Those are usually the ideas 
that make a good game and great game and are usually the ideas that 
don’t make it into most games because of deadlines and release ae 
set by some marketing weenie at a publisher. 


You’ve said that EverQuest was the most important game of 
the decade. Why do you think that? 


Because it takes multiplayer gaming to a new level. You, have liter- 
ally thousands of players in the same world. People have literally 
spent the better part of a year “living” in EverQuest. Players have 
amassed 90 to 100 days (full, 24-hour days) of playtime in a year. 
That’s three full months of your life into a game in a year. Think about 
that. 

EverQuest brought these kinds of games to a broader market because 
of the design and the FPS view. In reality, EverQuest is the Doom of 
massively multiplayer games. It’s the birth of a new genre. 


Are you planning anything to compete with or better 
Everquest? 


It would be nice, but we've got to finish Duke Nukem Forever first 
and go from there. But I know the entire team here would enjoy that 
challenge and be able to live up to it. 


What current projects are you working on? 
Duke Nukem Forever. 


When do you expect it to be released? 
When it’s done. 


What exciting developments can we expect from Duke Nukem 
Forever? 


[Expect] an incredible amount of interaction with the environment 
and one of the most realistic looking games to date, with high poly, 
high-resolution texture characters that support motion captured anima- 
tion, blinking, eye-tracking, and lip sync. 


How many late-night pizzas have you bought for your devel- 
opment team this year alone? 


A lot. The last two to three months of a game are almost all eat-in 
pizza/Chinese nights. I look forward to that time. 


I hear you collect comics. Have you ever thought of doing a 
comic-book-style game? Any favorite comic you would like to 
do a game adaptation for? 
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Not really. We don’t think much of building other people's franchises 
and would rather focus on our own. If the licenses were free and we 
wouldn’t have to deal with “standards” people every day, I think it 
would be great to do a Star Wars game. I really want to be a Dark Jedi 
and run around hacking off limbs with a lightsaber. 


What do you think was the biggest breakthrough in gaming in 
the last 10 years? 


The invention of 3D accelerators [is the biggest breakthrough in gam- 
ing in the last 10 years]. And I expect that will be the biggest break- 
through in the next 10 years, as well. You may even see future cards 
with onboard physics engines or other things that will take the load off 
the CPU while running the game. 


Where do you see gaming heading in the near future? 

Visuals will continue to increase to the point where we will get to 
real-time Jurassic Park. 

Games will start to have more involved stories and far more inter- 
active and immersive worlds, and this new realism will attract new 
players that thought games were for kids or were silly. The games 
industry will continue to grow and will dwarf the movie industry in 
revenues. 


So you are predicting essentially interactive movies? - 

Not really interactive movies. Just that games will become so high in 
polygon count and texture resolution that the realism will utterly shock 
people. People will experience new emotions and feelings because the 
games won't really look like games anymore. 


What advances have to be made in gameplay controls to 
allow for these fully immersive movie-realistic games? 


I don’t think we will evolve beyond the mouse and keyboard. They 
are designed for the way a human is built and haven't fundamentally 
changed since they were created. 


Do you think console games or PC games will ever completely 
replace the other? 


No, it’s a silly argument you hear over and over. It’s a cycle. A hot 
console like PlayStation2 ships, and people declare PCs dead. But the 
consoles are locked in technology, so PCs soon leapfrog them, and the 
cycle repeats in two to three years. 

It's happened since the original Nintendo Entertainment System, 
and it will continue to happen. Unless technology ceases to progress, 
PCs will never, ever be outdated. 


How do you see console and PC games converging or 
diverging? 

I think they will stay the same as they are now. They really are the 
same today as they were 10 years ago. There is always the Holy Grail 
that a person on a console can multiplay with a PC person, but in the 
end that just doesn’t matter that much and creates huge technical issues. 
So in the end, I think you will see a separate console market and a PC 
market with very little cross-over. Consoles will continue to be for a 
younger crowd or people who don’t want a PC. 


by Greg Schick 


E ŽE 
Sid Meier 
The Father Of ‘Civilization’ 


Discusses How Games Will 
Dominate The World 


ook at any computer game publication’s list of the Top Ten games of 
L all time, and you're bound to see Sid Meier’s Civilization nestled in 

the top spot (or at least very close to it). Calling Civilization addic- 
tive is an understatement—it’s like a compression algorithm for time. Load 
the game after supper, and before you know it the sun is up, and you're 
wondering how you're going to function at work having had no sleep. 

The mastermind behind this game, Sid Meier, has been cranking out hits 
since 1984, when he was designing simulators for MicroProse Software, a 
company he co-founded. Since that time his work has branched out to 
include action games (Covert Action), war games (NATO Division 
Commander, Gettysburg), strategy games (Railroad Tycoon, Civilization), 
adventure games (Pirates!), and even a music generator called CPU Bach 
that Meier created for the ill-fated 3DO console. 

With surprisingly few 
exceptions, the list of games 


Meier has worked on reads Name: Sid Meier 


Age: 46 


How do you typically approach your artificial intelligence 
programming? 

I get something playable as quickly as possible that doesn’t have any 
AI in it, and then I'll play the game and kind of see what I’m thinking; 
how I’m playing the game. Then I'll try to program the computer to 
think like a real human player would. It’s a trial and error process of 
playing the game, seeing what the good strategies are, and then teaching 
those to the computer. The AI evolves over time as the game evolves. 


How does your research affect the design process? 


We have a joke where we say that we do the research after the game 
is over. That’s not 100% true, but we don’t want to write a game that's 
based on as many esoteric and unusual facts that we can dig up about a 
topic. We try to have a game at two levels, where you start playing the 
game without having any special or unique knowledge about a topic, 
and then it’s there for you to kind of discover as you get deeper into it. 


How do you feel about the anticipated “consoles vs. PC” war 
that’s expected in the next few years. 
Well, I've always been a little bit removed from the “what's gonna 


happen next year in technology” discussion. I think we've certainly ben- 
efited from this whole wave of technological evolution, but it always 


like a gaming Hall of Fame: 
Titles such as Pirates!, 
Railroad Tycoon, and of 
course, Civilization stand at 
the pinnacle of their respective 
genres and have become time- 
less classics. We were lucky 
enough to get this multitalent- 
ed designer on the phone for a 
Q&A about his approach to 
game design, where he thinks 
the industry is heading, and 


Years in the gaming business: 18 

Current company: Firaxis Games 

Title: Chairman and Director of Creative 
Development 

Past companies: MicroProse Software 

Favorite games: SimCity, StarCraft, Age 
Of Empires, RollerCoaster Tycoon 

Least favorite games: None 

Current games in progress: Sid Meier's 
Dinosaurs (working title); Sid Meier's 
Civilization III 

Games for which Meier is most 


whether we can ever hope to 
see another program like CPU 
Bach. Meier spoke to us from 
his office at Firaxis Games, 
which he co-founded in 1996. 
He is currently working on 
Civilization III and a game 
based on dinosaurs, two titles 
he unfortunately couldn’t talk about at the time. 


Fighter, F-15 Strike Eagle 


Were you an avid gamer before you started designing and 
programming games? 

In those days there weren't many computer games, but I played a lot 
of board games and strategy games. I enjoyed some of the historical 
games and battle games. 


Is that what inspired your Civil War games? 


I think so. I was interested in history while growing up, so I played 
games, played with toy soldiers, and things like that, and that all got 
wrapped up in the Civil War games. 


famous: Alpha Centauri, Civilization, 
Pirates!, Railroad Tycoon, F-19 Stealth 


seems like the next piece of technology is going to revolutionize gaming, 
and that has really never happened. A good game tends to be a good 
game whether it’s done with 16 colors or 65,000 colors; whether it’s done 
in 2-D, 3-D, or 4-D. Those things all help, but the core ideas of games are 
typically what are important, and those don’t depend necessarily on the 
latest technology. 

PC games and console games have evolved in parallel but they. have 
never quite merged. There’s still a distinctly different audience for PC games 
vs. console games, and I think that will probably continue for a while. 


Do you find that better hardware is freeing from a design 
standpoint? 
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In general, yes. The evolution of hardware has made our job easier in 


general. We're not fighting the hardware nearly as much as we did 10 or ' 


15 years ago where everything we did had to be “approved” by the hard- 
ware before we did it. Gettysburg is a good example of a game that I had 
wanted to do for quite a while but the hardware wouldn't permit show- 
ing hundreds of soldiers on a battlefield acting out the battle in real-time. 

It does stretch out game development. When I started in the early 
days, we probably did a game every six to nine months, and now we're 
getting into years and multiple years for games. 


Was it easier to program back in the Commodore 64 days 
since all the hardware was standardized? 


I think of today’s hardware as being pretty standardized. In the old 
days the individual machines were standardized—if you had a 
Commodore 64, you had a Commodore 64—but you might have also 
had an Apple II or an Atari 800. There were three or four widespread 
platforms that you had to convert and program for. Today we have the 
PC and possibly the Macintosh. And all PCs, while riot identical, are 
close enough that you can program with the typical PC in mind. 


If technology wasn’t an issue, what kind of game would you make? 


I don’t find technology particularly limiting, so it would not be much 
different from the kinds of games that I’m working on. I don’t have any 
real hardware limitations that are bugging me. 


Do you have time to play games or are you too busy working? 

I do play quite a few games. My son is 10 years old, and he’s a great 
motivator to play games because he really enjoys it, and it’s a fun thing 
we can do together (and I can justify it as research work for my job). It’s 
good to see what's out there, and I’m very impressed with our industry. 


Are there any genres or particular games you really like? 

A lot of the games other people are playing, we're playing. I really enjoyed 
Starcraft, and we played a fair amount of Diablo. [liked RollerCoaster Tycoon 
and Age Of Empires. I like the games that are well-crafted and are exciting to 
play but also have some thinking elements to them: 


Is there a game you've developed you’re most proud of? 
Probably Civilization. [With] every game you're not sure what's 
going to work, what isn’t going to work, and how it’s all going to fit 
together. ‘I think Civilization had a lot of things work pretty well, and it 
was satisfying to see that happen. I’m glad it created an interesting style 
of gaming, and I think it’s the kind of game that people enjoy playing, 
but they can also learn a little bit from it, and it’s a positive experience. 


Are there any bad seeds in your collection you wish you could 
go fix? 

There are games I would do a little differently if I had to do them over 
again, but nonethat I really am embarrassed about. 


Have you played any sequels to your games that others have 
made? 


I spent a little time with Railroad Tycoon 2. I tend not to do a whole 
lot of sequels because I’ve worn out the topic by the time I’m done with 
the game. For the same reason, I don’t tend to play a lot of sequels, but 
it’s certainly gratifying to see people take an idea that I worked on 
before and do some good things with it. 
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Do you feel it’s easier or harder to break into the game 
design and programming industry than it was when you 
first started? 

I think it’s probably a lot tougher. The standard of presentation and 
graphics and sound and all the things you need to get people to take a 
look at your games these days are pretty high. When I started, I did my 
own graphics and my own sound and my own programming, and that’s 
just because there wasn’t a high standard for those kinds of things. 
These days you really need a support system. You need to be part of 
some sort of organization. You need to be accepted by a publisher or 
developer or whatever to work your way into the system, so I think it’s a 
lot more difficult. 


Do you ever plan to do something like CPU Bach again? 


I don’t know. To me it’s a fascinating topic that I clearly recognize has 
no universal appeal whatsoever, so I wouldn’t do it as a “Sid’s next 
game” type of thing. It’s not that I would make it a major project, but it’s 
a fun thing to play around with. 


Where do you think that gaming as a whole is heading? 


I've always said computer games are going to take over the world. I 
think games are inherently more interesting than many of the other 


forms of entertainment, so I think if we can get our act together and 
keep the technology moving forward that we really ought to take over 


the world of entertainment. 


The challenge right now is to figure out how to use this new Internet 
multiplayer kind of experience to make games a lot more interesting to a 
lot more people. The key thing missing up until now in terms of broader 
acceptance is the idea that computer gaming is an antisocial experience. 
We're at a point where we can kind of get past that and make computer 
gaming more of a social experience. If we do that, we've taken another 
step toward global domination. 


by Tracy Baker 


Starr Long 


Welcome To The Origin 
Producer’s World 


tarr Long, who is a producer for the 
S massively multiplayer, much-anticipated online game, Origin 
(which was formerly known as 
Ultima Online 2), graduated with a degree 
in theater from Louisiana State University 
in 1992. After graduating, Long worked 
briefly for the Baton Rouge (La.) Opera and 
Austin’s (Texas) Live Oak Theatre before 
settling in at Austin-based Origin Systems, 
which is now owned by gaming megalith 
Electronic Arts. Long has worked on pop- 
ular titles such as Ultima VII, Ultima Under- 
world II, Ultima VIII; Strike Commander, 
Wing Commander Armada, and BioForge. 
In 1995, Starr became associate producer 
and director of Ultima Online, guiding the 
product to its wildly successful release in 
September 1997. 


if you were an Ultima Online character, 
how would you describe yourself? 

I would describe myself as a guild leader, 
interested in creating things [and] entertain- 
ing people. Like the head of a guild that 
puts on plays in the game—actually, that’s real. There 
is a guild that puts on plays in Ultima Online. 


in an industry filled with fickle employees, why 
have you stayed with Origin Systems/EA for 
so long? 

Because Origin has given me and people 
that I’ve worked with the opportunity to do really 
cutting-edge, over-the-top cool stuff. Our line 
was nothing like what had ever been done before 
when we started it. And, the company has continued 
to give those kinds of opportunities, to put me in a place where 
I have the ability to lead that effort. I can’t imagine doing anything 
cooler than what I’m doing right now. I mean, I got to help 
make a game that really changed how people thought about this 
industry. 


What excites you most about your current game project, 
Origin? 

It’s really hard to narrow it down because there are so many things 
that I’m really excited about. I think one of the biggest for me is that 
we're the first second generation of these kinds of games. Now, we 
have this knowledge base from the first generation to build upon, 
and, for me, that’s really exciting. I feel like we're getting to make a 
lot more mature decisions than we made before. 


What drew you to gaming in the first place? 

One was the challenge and interacting with other people. The first 
games I played were obviously board games, and you always played 
those with other people. The interactions you had with other people are 
what made them exciting. Then, I graduated from that to paper role- 
playing games, and, once again, the interaction you got with other peo- 
ple is what made those exciting. For a while, computer games were 
somewhat of a solitary experience, except for console games. Console 
games still had a multiplayer aspect to them. So, what really got me into 
the games in the first place was interacting with other people. Now, 


Name: Starr Long 

Age: 30 

Years in the gaming business: Eight 

Current company: Origin Systems, a sub- 
sidiary of Electronic Arts (1992-present) 

Title: Producer 


Past companies: None 
Favorite game: Command And Conquer 
Least favorite game: N/A 


Current game in progress: Origin 

Games for which Long is most famous: 
Ultima VII, Ultima VIII, Ultima Underworld 
Il, Ultima Online, Wing Commander 
Armada, and BioForge 


mame 


we've come full circle to where that’s the kind of 
games I’m making right now. That’s what all these 
games are about . . . interacting with other people. 


That said, what kinds of positive things 
can these games teach us? 


I think especially these online games can teach 
us how to build community [and] how to help 
people. In these games, there’s other avenues to 
explore besides just combat and destruction. You 
can learn how to create things, you can form rela- 
tionships, you can have your own business. There’s still destruction in 
there because it’s fun, but I think the Ultimas have always sort of had an 
ethical bent to them, where your actions have consequences. 

In a lot of games, you go around shooting everything and that’s 
how you score points. Well, in the Ultimas, you can choose to indis- 
criminately kill things or pick your targets wisely, killing the things 
that are doing evil. But if you kill something good, then there’s going 
to be repercussions in that. You're not going to do as well in the game 
or you might not even be able to finish the game at all. The Ultimas 
were the first game to really do that. You couldn't go around just 
stealing everything. Even in the multiplayer, we have a reputation 
system, much like you would see like on eBay, for instance, where 
there are consequences to your actions. If you go around doing crimi- 
nal activities, you get labeled a criminal and you can’t go into the 
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cities without the guards arresting you or attacking you or shopkeep- 
ers won't sell to you, etc., etc. So, it can teach people that there are 
consequences to their actions—that you are responsible for what you 
do. I think that’s a pretty positive message. 

Also, it teaches about community, which is something that we have 
lost a little bit because of the size of the communities we live in. Most 
people don’t really know their neighbors. They maybe interact with the 
people at work or whatever, but in these online spaces, you do know 
your neighbors and you do build these bonds that you might not have 
in real life. 


The average Ultima player is logged in 20 hours per week, 
which, to some, might seem like an unhealthy amount of 
time. Do you see any ramifications here for players not being 
able to develop a sense of real-world community? 


No! I think it’s great, especially if you look at the alternatives. The 
wonderful thing about this is it’s interactive—you’re participating 
with other people. They could be spending 20 hours in front of the 
television by themselves, not interacting, not using their brain, not 
talking to other people—and yes, they're talking to people in a virtual 
space, but at least they're talking to other people, right? They're 
not just being passive and watching something happening; they're 
actually participating. Whether it’s virtual or real I think is irrelevant. 
The fact that they are 
actually participating in 
anything at all is fantas- 
tic. Actually, I feel proud 
of that. And I think, too, 
that we have to realize 
that these games offer 
people experiences they 
can't have in real life. We 
have people who play 
our game who are physi- 
cally challenged. This an 
avenue for them to do 
things that they can’t do 
in real life, like ride a 
horse, run, go hunting, 
whatever. 


What kind of traits 
make a had game? 


There’s a bunch of dif- 
ferent things. One of the 
things that gets me is 
games that don’t balance 
realism and fun. You 
have to have a certain level of realism in the game to make it believ- 
able, but that can never outweigh fun. Because I come from a very 
aesthetic background, both in my schooling and just in my person- 
al taste, I’m very disappointed when people don’t spend the effort 
to make things look as good as they could. Also, I hate the very typi- 
cal ending to a lot of games, when they just throw everything that 
you've ever seen in the game up to the point at you all at once. I 
just think that’s a really lame way to end a game, but that’s pretty 
common. 
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How will developers capitalize on the increased bandwidth of 
broadband? 


It will allow us to send more information to the user so it'll make 
downloading faster. [And,] we can add more content. However, our 
games are more about balancing everyone who’s playing the game so 
we spend a lot of effort making sure that we can support varying con- 
nections. In first-person shooter games, there’s a phenomenon called 
ping death or lag death. We spent a lot of engineering time so that kind 
of thing doesn’t happen. We're very committed to not providing game 
play advantage to people with better connections. However, the benefits 
that they'll get indirectly is being able to get in the game faster because 
whenever they get a patch or a download, it'll happen a lot faster for 
them than other users. Once broadband becomes more prevalent, then, 
of course, we'll start catering more and more to it. But we're very com- 
mitted to including as many people as possible; there’s an exclusionary 
nature to supporting the highest end of anything. 


Do you see any general directions in which the gaming indus- 
try is moving? 


As more people get access to computers, the market is becoming a 
much broader demographic than the core audience that started this 
industry. So you're seeing a lot more titles based around the mass 
market. Things that the mass market understands, like Barbie 
and Who Wants to Be a 
Millionaire—concepts 


b6 x 
I want to give and products that devel- 
opers can tie into. I defi- 
people an nitely see a very heavy 
trend in that direction. 
escape from But I don’t think original 
5 content is going to go 
their everyday away just because of 
this influx of licensed 
lives and products. 
Ultimately, what is 
hopefully nis iit < 
achieve in the 
teach them gaming industry? 
somethin I want to be able to 
AMRY look back and say I enter- 
H tained a lot of people, and 
in the I also want to be able to 
5 say I did things that 
process. hadn't been done before, 
- Starr Lon g that I challenged people 


to think about things dif- 
ferently. For instance, the 
virtual property in Ultima Online. The fact that it ended up on eBay—a 
castle selling for $3,000—that really makes you wonder what's the value 
of real vs. virtual. In this case, there’s no difference. To me, that’s cool. 
To make people have those fundamental questions raised, that’s amaz- 
ing. And, I want to be able to do that a lot. But really, it comes down to 
wanting to entertain people. I want to give people an escape from their 
everyday lives and hopefully teach them something in the process. 


by William Van Winkle 


David Perry 


The Emerald Isle’s 


also require massive amounts of artificial intelligence for the characters 
including speech where they can talk back to the gamer. It’s beyond 
what is possible today, but someday! 


Did you play a lot of games before becoming a design- 


‘Shiny,’ Happy Game Developer “and programmer? What were your favorites? 


simply ooze character. He’s been programming since he was a 

schoolboy in his native Ireland, starting with homebrew games 
for the ancient Sinclair ZX81 before landing his first gaming job at Probe 
Software. There his talent established his reputation for mixing high- 
quality, imaginative graphics with impossibly tight gameplay. He pro- 
grammed several hits at Probe, including the superb Aladdin game 
(based on the Disney movie), before setting out for the United States and 
founding Shiny Entertainment. 

Perry and his team at Shiny have been rolling out hits ever since, 
beginning with the Earthworm Jim series of side-scrolling platformers. 
The company then went on to produce the successful MDK for the PC 
and many consoles, which spawned a critically acclaimed 
sequel for the Dreamcast and PC. Shiny’s most recent release is 
Messiah, a 3-D action game that lets players possess other char- 
acters in the game world. All of these titles have built Shiny’s, 
and Perry’s, reputation for creating offbeat, surreal action 
games that are eminently entertaining. Perry was kind enough 
to take some time away from his latest project, Sacrifice, to 
answer our questions about consoles and game design and . 
where the industry he has been a part of for more than a decade 
is heading. 


Is there a game you’ve been involved with that you’re 
most proud of? 

It's got to be Earthworm Jim on Sega Genesis. We poured our 
hearts and souls into it, and the public responded. It got about 
40 magazine front covers, a TV show, a toy line, lunch boxes, 
bed covers, Halloween masks, underpants . . . You name it. 


If technology and development costs weren’t issues at 
all, what type of game would you develop? 

I would love to make a game about humans fleeing Earth. It 
would take massive amounts of work as it is truly epic. It would 


D avid Perry is synonymous with over-the-top action titles that 


Name: David Perry 

Age: 33 

Years in the gaming business: 1 

Current company: Shiny Entertainment 

Title: President 

Past companies: Many 

Favorite games: Action, Strategy, Shooters, Driving 

Least favorite games: Heavy RPG and Insane Fighters 

Current game in progress: Sacrifice for PC 

Games for which Perry is most famous: Teenage 
Mutant Ninja Turtles, The Terminator, Aladdin, 
Earthworm Jim, Cool Spot, Paperboy Il, Supremacy 


I did play a lot, and the games that really got me excited were 

the original arcade machines like Star Wars. Those machines 

showed that the future of these things seemed unlimited as they moved 

forward at such a fast pace. One minute Space Invaders, the next minute 
3-D color Star Wars. 


Are there any games (apart from your own) that you consider 
all-time classics? 


Here are some that I think really deserve a place in history: Command 
& Conquer and Doom (PC), Sonic the Hedgehog (Sega Genesis), 
GoldenEye (Nintendo 64), and Tekken 3 (PlayStation) 


What are your favorite games right now? Do you even have 
time to play anything? 
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Not much, I playtest our games quite a lot. At home right now I have 
Swat 3, Diablo II, and Deus Ex. The ones I am waiting for are Black & White 
and Giants. I am also hooked up to my Game Boy whenever I am traveling. 


Do you feel it’s easier or harder for people to break into the 
game industry than it was when you started? 


It’s a lot easier now. There are tons of books on the subject, there is a 
conference on making video games every year (Game Developers, 
http:/ /www.gdconf.com), there are lots of Web sites dedicated to devel- 
opment (flipcode: Daily Game Development News & Resources, 
http://www.flipcode.com and Gamasutra: The Art & Science Of 
Making Games, http://www.gamasutra.com), and there are classes on 
the subject (DigiPen, http://www.digipen.com). When I started, I was 
lucky to get one decent book on the subject. 


Do you find the availability of newer/taster/better hardware 
freeing, or is it a royal pain? 


I look at hardware as being tools to do our jobs with. New hardware 
often generates or enables us to make new kinds of games. It’s generally 
a combination of new hardware or new software technology or new 
input devices, such as joypads, that springboard innovation. 


What do you feel is most lacking from gameplay these days 
that is entirely due to inadequate hardware? 

I think the human interface is bad, joypads/keyboards, nerdy devices. 
I think they hold us back from interfacing with the mass market. The 
mass market is used to pressing a button to do something or turning a 
handle, but a myriad of buttons and joysticks that must be pressed in 
perfect coordination is beyond many people. That means that we keep 
catering to our “gamer” public. This I expect to see change as time goes 
on. Voice recognition is one way, for example, that computers can inter- 
face without any learning curve. 

Changes also are needed on the software side so that games take time 
to teach people to use them in a fun way. Some games today have tutori- 
als. In the future, expect all games to have tutorials and some to have 
exceptionally good ones that are intelligently watching and helping you. 


Do you feel the gaming industry (or game players, for that 
matter) focuses too much on hardware and technical wiz- 
ardry these days and gives gameplay a backseat? 

What tends to happen is that a developer agrees to make a game in 24 
months. Then they start making some cool technology that gets everyone 
excited. Suddenly, 16 months have gone by and only one level in the 
game is working, kinda. So panic sets in and the game gets thrown togeth- 
er. This cannot continue, and I personally expect to see a lot of developers 
adopting more rigid production models. The movie industry, for example, 
works with extremely complex schedules, but faced with the intense costs 
of actors, they don’t have time to make gross errors. So the preplanning is 
done ‘to a very granular detail level. As video games get more and more 
expensive to make, this will become a reality for all of us, as well. 


What are your thoughts on the anticipated “consoles vs. PCs” 
battle? 

I think consoles will win as they always do. . . . However, the PC will 
never go away. It’s a fantastic medium for entertainment and connectivi- 


ty to the Internet. So expect to be playing games on the PC for a long, 
long, long time. However, expect a lot of the key developers to refocus 
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their attention on the console market. Especially now that Microsoft has 
developed the Xbox. (PC developers have a new home!) 


Do you have any preference when it comes to developing for 
consoles or PCs? 

We used to love PCs because of the incredible 3-D graphics’ prowess 
available, but now the sheer number of console gamers steals us away. 
A top console game will usually sell about twice as many copies as a top 
PC title. 


Where do you think consoles and PCs will end up in the 
future? Will they merge? 


I think PCs will remain PCs. They will be personal computers: comput- 
ers to help you at work and at home, to communicate and to play with. 
Consoles will more likely merge with your entertainment devices and 
ultimately make good use of the broadband dream. 


What is your approach to game design? Are there any specif- 
ic rules you apply to each game? 

Yes, at Shiny we only start a game when we have a hook. For exam- 
ple, “The game will have a weapon so accurate, you can shoot your ene- 
mies ih the eye from over a mile away!” [as seen in MDK and MDK2; 
http://www.interplay.com/mdk2], or “You can leap into the souls of 
your enemies and control their bodies. Then you can pretend to be them 
or abuse their bodies by using them as armor or camouflage.” [The 
premise of Shiny’s Messiah; http:/ / www.messiah.com]. 


What are your thoughts on the future of gaming and the 
direction it is headed at this point? 


Reality is the next stop, then fantasy. So we will all compete to make 
“teal” looking worlds and people. I don’ n mean “real” I mean really real. 
Attention to detail is key. 

Once you have seen 100 driving games that look “real,” then you will 
start to get bored of them. That’s where fantasy comes in. That's when 
things will look stunning, and you will see people really able to use their 
imaginations without graphical limitations. (I can’t bloody wait!) 


Your current project is Sacrifice. What is that game bringing 
to the market that we haven’t seen before? 


It’s a game that lets you fight for a God of your choice. You go into 
battle and drag your enemies back to your God’s altar and sacrifice them 
to him. Your God loves this and in return will give you enhanced magi- 
cal spells to increase your power. This escalation results in huge battles 
as your enemies are trying to do the same thing to you. 

You also collect magic and then mix it with the souls of your dead 
enemies to make new creatures to fight your war. It’s very fantasy and 
very fun. [You can learn more at: http:// www.sacrifice.net] 


Any parting shots? 


This business is amazing. . . . Even after nearly 20 years of doing this 
and coming so far, I still can’t believe how far there still is to go. If you 
don’t play video games now, don’t worry, we will get you! There is no 
escape!!! We will get you playing something through your cell phone, 
PDA, hotel room, airplane seat, wireless devices, watches, cable boxes, 
or e-mail, so you might as well start practicing now! [es] 


by Tracy Baker 
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lthough it’s likely the home video game industry would have 

developed without the help of Nolan Bushnell, it’s certain it 

would have been a much different industry if he hadn’t been 
involved. Bushnell is the man responsible for the first popular home 
video game (Pong), as well as the first popular home video game system 
(Atari). He also is responsible for the revenue model prevalent in the 
gaming industry today, a consequence of his decision to sell game car- 
tridges separate from gaming consoles. Needless to say, his impact on 
gaming has been enormous. 

However, his accomplishments don’t end there. In the 20 years or'so 
since he left Atari, he also has founded nearly 20 
companies, including Chuck E. Cheese Pizza 
Time Theater and ETAK. Today he’s with 
uWink.com, which is a company he founded in 
1999 that develops coin-operated Internet-con- 
nected games for placement in bars, restaurants, 
and other public places. 


With some of the other individuals we're 
interviewing for this magazine, we’re ask- 
ing how they got involved in the gaming 
industry. In your case, however, it’s prob- 
ably more appropriate to ask how you got 
involved in creating the electronic gaming 
industry. 


I had a summer job as manager of an amuse- 
ment park’s games division. It was an arcade. 
What people don’t understand is that the root of 
the home gaming market was the coin-operated 
game market. I got into the gaming industry 
through this arcade at the amusement park. 


Name: Nolan K. Bushnell 

Age: 57 

Years in the gaming business: 32 

Current company: uWink.com (1999-present) 

Title: Chief executive officer and founder 

Past companies: More than 20, including 
Atari, Chuck E. Cheese Pizza Time 
Theater, Axlon, ByVideo, sente, ETAK, 
and Catalyst Technologies 

Favorite games: Slay, Asteroids, 
Centipede 

Least favorite games: Anything exces- 
sively violent 

Current game in progress: Bloxx 

Games for which Bushnell is most 
famous: Pong, Computer Space 
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I think that really what happened was that 
we created the foundation for the business. We 
created the revenue model by dividing the 
software from the hardware. 
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It’s a true story. 


DacK in in 


No skit dei it. And the babies is aly a little bit like it was 
when I started the game industry. Back then, you had the semiconductor, 
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which had been around for several years, and the coin-operated guys 
hadn't figured it out. They didn’t see its relevance to gaming. Now, it’s 25 
years later and you have the Internet, which has been around for a long 
time. The Internet is the player, and the coin-operated guys haven't figured 
it out. None of them are connected to the Internet. But the coin-operated 
space is a little backward. No, I take that back: It’s a lot backward. It’s time 
that it woke up. 


What led you to develop an Internet-based gaming console? 

It really has to do with seeing an opportunity. Quite frankly, I 
couldn’t believe that no one was doing this in the coin-operated space. 
So I decided that I would be the one to do it. 


Do you think uWink.com has an important role to play in the 
development of gaming consoles? 

Yes, I do. But it’s one thing to say that and it’s another to say that I’m 
going to compete against Nintendo and Sony. I believe that there are 
more opportunities now than ever before. When these big monoliths, 
like Nintendo and Sony, come into a market, they leave a lot of niche 
areas uncovered. That's where the small companies come in. And those 
small companies grow up to be big companies. 


Now that you’re back developing gaming consoles, what are 
your thoughts on the PC vs. console debate? Or, is there a 
debate? 


There's definitely a debate. The console has a jump on the ease of use. 
It’s still fundamentally easier for a five-year-old to set up a console, plug 
in a game, push the buttons, and start playing. However, in terms of net- 
working, in terms of memory, and in terms of games, the PC has superi- 
or playing value. So, it’s a different metric in terms of fun and frivolity. 


Do you think the two platforms will eventually become one? 
Absolutely. It’s inevitable. 


Which side will give in? 

I think that the PC side will triumph, and here’s why: All systems 
want to be open systems, [but] the consoles are really dependent on a 
closed system. For that reason, they'll have to go away. 


How much do you see yourself as an engineer who is 
involved with the physical development of a product, and 
how much do you see yourself as an entrepreneur whois _ 
involved with new ideas and building businesses that explore 
those ideas? 


That’s a good question. I think what really happens is that you 
become all of those things because you have to make the hard decisions. 
In today’s fast-moving world, you have to understand the technology 
and how it fits into the world. It’s really imperative that you see the con- 
nection there. I understand the technology; I spent many years working 
with the technology hands-on. But as you grow in the business, you are 
pulled away from that side of things. 

Today, I think of myself as the guy who sits on the fence and looks 
down at the engineers. There are so many engineers today who know so 
much more about it than I do. For example, I know how to code, but I 
don’t have the ability to code C++ [a high-level programming language] 
today. I’ve really lost that skill. It's the same with the financials. I know 
how to use a spreadsheet as well as anyone, but the world has changed 
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and I now have someone who takes care of that for me. I have all those 
pieces controlled to a certain level. _ 

So to answer your question, I’m kind of a quasi technical-business- 
man-hack. 


Technology in general, and gaming in particular, are often 
seen as industries for the young. How do you tap into the 
gaming excitement when you're significantly older than your 
audience? 

I’ve had the tremendous benefit of having a delightful wife, and we 
have six kids. I also have two older daughters who are now having chil- 
dren of their own. So we always have a household full of kids. That’s a 
tremendous benefit. 

Beyond that, I've always had a love for the games. I find myself con- 
stantly playing all kinds of games. I've been playing games for a long 
time and that’s been a real advantage to me. Plus, and I don’t want this 
to sound pompous, I’ve always been way ahead of the curve. 


What are your thoughts on games in society today? 

Games attract technology, and I think history has borne that out. 
Whether it’s the knucklebones of the animals that the hunters played 
with in their caves or it was wood, or cast iron, or plastic, or computers, 
or networks. Whatever the technology, somebody has always said, “I 
can make a game out of that.” 


And, the people who develop the games sure can make a 
good living. 

Oh yeah. A good game today can be worth $20 [million], $30 [mil- 
lion], or $40 million to somebody. 


You're well known for having lots of big ideas. What's in 
store for Nolan Bushnell in the future? 

I've always felt that uWink is the thing, and I really intend to focus 
very clearly on this right now. But I also feel like there’s a huge opportu- 
nity for doing some things that are new in the innovation space. I like 
doing Chuck E. Cheese and things like that. Big ideas? I don’t know. But 
it’s very hard to keep me from doing something that I like. 


What do you consider to be your greatest accomplishment? 
My wife and my kids, of course. But I think that in terms of my career, 


_ I've been happy knowing that we started a company [Atari] and grew it 


into a national phenomenon from nothing but internal funds. I think 
that’s hard. Once you've done that, all these Internet and technology 
startups that you see getting $30 [million] or $50 million before they've 
done anything, they just seem silly. And when I say silly, I mean very, 


very, very silly. 


The money must make it easier for them. 


I’m not sure about that because one of the things you've got to 
remember is that you're creating a corporate culture. If you don’t do it 
quite right, you end up with a very ugly baby. And so it’s important that 
you be very careful about what the people are expecting and what the 
corporate ethic is. Will it be a company of innovation? Will it be a com- 
pany of success? Will it be a company that makes prudent decisions? 
These are not always obvious. 


by Jeff Dodd 


William M. ‘Trip’ 


Hawkins Ill 


The Creative Vision Behind Electronic 


Arts & The 3DO Company 


W illiam M. “Trip” Hawkins is as much a celebrity as he is a 
father of the video game industry. Maybe it’s because of 
his natural charisma and ebullient attitude. Maybe 
it’s because of his dashing good looks, which earned him recognition 
in 1995 as one of People’s 50 Most Beautiful People. Maybe it’s 
because he has founded and helmed two of the most successful gam- 
ing companies in the world: Electronic Arts, which he founded in 
1982, and The 3DO Company, where he is the chairman and chief 
executive officer. 

Regardless of the reason for his celebrity, this 46- 
year-old Harvard graduate has spent the majority of 
his life firmly dedicated to his mission of making 
everybody a gamer. Along the way, his compa- 
nies have churned out such classic games as Doctor J. 
And Larry Bird Go One On One, John Madden 
Football, Army Men, Sammy Sosa High Heat Baseball, 
and Might And Magic. He’s presently investing 
much of his energy in the development of Internet- 
based games. 


Were there any defining moments in your child- 
hood when you realized your future would 
revolve around games and technology? 


Certainly there were plenty of them, but one of them 
would be the first time I ever saw a computer. I instant- 
ly recognized that it was going to be the best medium 
for play. 


Name: William M. “Trip” Hawkins III 

Age: 46 

Years in the gaming business: 27 

Current company: The 3D0 Company (1991- 
present) 

Title: Chairman and chief executive officer 

Past companies: Electronic Arts (1982-1991) 

Favorite game: Sammy Sosa High Heat Baseball 

Least favorite game: None 

Current game in progress: Several Internet- 
based projects, including Legends Of Might And 
Magic 

Games for which Hawkins is most famous: 
John Madden Football, Army Men, and Sammy 
Sosa High Heat Baseball 


When did that happen? 


It might have been 1972. I was 18 at the time. 
If I had been a few years younger, I probably 
would have been in high school when the first 
computers came into schools. But I just missed 
that; I didn’t actually get a chance to use a 
computer until I got into college. 


Did you get serious about computers 
while you were in college? 


I customized my major, so I ended up creat- 

ing a new field called Strategies In Applied 

Game Theory. That’s what my degree from Harvard is called. It was 

very interdisciplinary, of course. Mainly what I did was apply computer 
simulation to various social issues. 


That must have been cutting edge at the time. 


I certainly wasn’t a cutting-edge computer scientist because, particular- 
ly in the commercial domain, computers had been around for a while and 
people were doing interesting work with them. But as far as applying 
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computers to social issues, and using computers for play, and using com- 
puters for simulation and gaming, it was definitely ground floor. 


Did people ever say to you, “Get serious, why are you doing 
this?” 

Absolutely. One of the professors who tried to interfere with my 
ability to get this special degree sanctioned [asked], “Why are you 
wasting your time at Harvard?” That guy later became the chief eco- 
nomic advisor to the president. Once he left, the guy who replaced him 
was a lot more favorable, and that was one of the keys to getting my 
major approved. 


it must have taken a lot of fortitude for you to stick with 
gaming through this. 

I had a pretty clear picture of what I wanted to do. In fact, in 1975, I 
learned about the invention of the microprocessor. And I sat down—lit- 
erally, that moment—and determined that, based on my projections of 
what was going to happen with technology, there would be enough 
computers in homes that I could start my own business making home 
computer software in 1982. I identified that seven years in advance. And 
in 1982, I left Apple, where I had been for four years and had been one 
of the first 50 employees, and that’s when I started Electronic Arts. I did 
it right on schedule. Of course, that became a Fortune 500 company. 


That Harvard professor probably felt pretty stupid. 
I’m sure he has no idea even who I am. It’s no concern to him, I’m 
quite sure. 


With both Electronic Arts and 3D0, you’ve had the opportunity 
to ride the wild roller coaster of the technology industry, 
including both the highs and the lows. How has this experi- 
ence affected you? 

As they say, if it doesn’t kill you, it makes you stronger. You can’t 
have an interesting journey without going to Hades a few times. It 
rounds out your perspective of things. Certainly in entrepreneurship, 
you must take risks and you are going to make mistakes. The question 
is, “What do you learn from your mistakes and how do you improve 
as a result?” 

I frequently tell people that I’ve made more mistakes in the game 
industry than anyone, and that’s a big asset to me. I’ve been making 
games for 27 years and I love it. And, I’m having more fun now than 
ever before doing it. I just hope I get to do it for at least another 27 years. 


How would you define yourself? 

I'ma real generalist. I’m very creative, but you can’t pigeonhole me as 
a creative guy. I'm a very good operating executive, but a lot of operat- 
ing executives don’t understand how to work with creative people. I'm a 
very strategic thinker also, so I’m very much a blend. I think I work well 
in this industry because the industry is very much a blend. I don’t think 
I would be the right guy to run General Motors or IBM. I certainly 
understand and respect a lot of the aspects of other kinds of businesses, 
but I don’t find myself particularly attracted to business because it’s 
business. I’m attracted to games and what games can mean to society, 
and I have to run a business to fulfill my mission. So I've learned to do 
the things I need to do. 

I think the other thing is that even though I understand technology 
well enough to communicate intimately with the technologists, I never 
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lost my perspective of what it’s like to be an everyday consumer who's 
touching this technology for the first time. I've always been the kind of 
person who knows how to bridge that gap, and therefore I build organi- 
zations that can bridge that gap. 


What fuels your optimism and positive belief in not just the 
technology industry but also in your vocation as a gaming 
pioneer? 

I have had the same lifelong vision about the mission that I’m on, 
which is to make everybody into a gamer. When I started, there weren't 
any gamers. Now there are probably 300 [million] or 400 million. That’s 
exciting growth to have participated in. 

Gaming is for everyone. One of my fundamental beliefs is that, as a 
species, it's very important for us to play, and gaming is an immersive 
form of fantasy play. It’s also incredibly important for us to be social, 
and gaming has become a social medium in the last decade, both 
through multiplayer console games [and] Internet games. It’s becoming 
a mainstream medium where the emotional payoff is on the same scale 
with what you get out of a movie and other mass-market entertainment. 
Part of that relates to a belief of mine that the story and the characters in 
video games are just as important as they are in other Hollywood media. 


Are you where you want to be in the industry and with your 
career? 


Yeah, I've pretty much created for myself what I consider to be a 
dream job and a dream company. I think 3DO is the future of gaming, 
and we're going to be doing some very exciting things on the Internet in 
the next five years. We're defining a new business model for how to 
make games, and we're gaining market share faster than anybody. I 
think that it’s attributable to having a really successful strategy. 

It’s kind of fun sneaking.up on everybody. After 3DO sold its hard- 
ware business, we fell off the radar screen and nobody paid much atten- 
tion to us. It’s kind of fun sneaking up and being the underdog. 


So what's in the future for Trip Hawkins? 


I think what people are going to see in the next five to 10 years will 
prove some of the beliefs that I have about what Internet gaming can 
become and how important story is going to be in video games. I 
think more people in the industry are going to catch on to the new 
way of thinking about developing and doing games as a business. 
3D0 is, in a way, reinventing the game business. But we're small 
enough that I don’t think a lot of people are that tuned in to what 
we're doing that’s different. 

In a way, it’s déja vu for me because in the 1980s, a lot of people 
didn’t understand what Electronic Arts was doing. Of course, Electronic 
Arts became a leadet. I think 3DO is in a similar situation. We're break- 
ing new ground in a comparable fashion. At the same time, people don’t 
seem to appreciate yet what is meaningful about it. 

I think you can see some of the evidence of what I’m talking about in 
the tremendous success of our Army Men brand and the way we're 
expanding other brands like Might And Magic. We're doing a game this 
fall called Legends Of Might And Magic, which will bring that famous 
brand to the Internet for the first time. I think over the next year or two, 
you'll see a lot of great new things that validate this direction. 


by Jeff Dodd 


DIGITAL REVOLUTION 


Setting The 


Standard 


MP3s Are Ringing In 
The Digital Music Age 


f you have been watching the news or 

reading the newspaper at all, you have 

heard of MP3 audio files in association 

with Napster, an online service that lets 

users download their favorite songs 
using an Internet connection. Audio file for- 
mats such as MP3 let you save your music in a 
condensed form that can be played either 
immediately or at a later time or shared with 
others over the Internet. MP3 audio files are 
paving the way for a whole new method of 
distributing music, although not without 
much controversy. They are also the inspira- 
tion for new wearable music gear, as new 
portable players that can store, record, and 
play audio. MP3s let you take your music 
with you wherever you go, and they are guar- 
anteed skip-free. 


I MP3’s Success. The MP3 file format 
was originally created for use in the movie 
industry by the Moving Pictures Experts 
Group (MPEG). The three stands for the third 
method developed for compressing music into 
a single file. The other two formats, MP1 and 
MP2, did not catch on because they lacked the 
compression found in MP3. 

MP3 is a file format much like a Microsoft 
Word document or a picture stored in JPEG 
format. To open and play an MP3 file, you 
need to have a program that is capable of read- 
ing the MP3 file and decoding it so that it can 
play the music contained within, just as you 
(usually) need Microsoft Word to open a docu- 
ment in the Microsoft Word format. 

The MP3 specification lets you compress 
music into a relatively small file that retains 
nearly all of the sound quality of the original 
music. While the MP3 format may not be the 
best choice for retaining the precise sound 
quality of an original piece of music, the 
untrained ear does not easily recognize the dif- 
ference in sound quality. The success of the 


MP3 file format is mostly due to the incredibly 
small size of the file. 


© Popular Music Formats. MP3 files 
are not the only file formats suited to playing 
and recording music on your computer, 
although they produce great audio quality 
considering the small file size. Another popu- 
lar audio file format that has been around for 
quite some time is the .WAV file or WAVE. ` 

This audio file is actually capable of produc- 
ing slightly higher quality recordings, but its 
downside is the tremendous file size that it 
creates, which is why it is not a popular choice 
for distributing audio over the Internet. Since 
-WAV files are so large, they are no threat to 
MP3. Other file types in direct competition 
with the MP3 format are targeted to commer- 
cializing the distribution of audio files over the 
Internet. 

One of the most promising file types devel- 
oped by AT&T is called a2b. A2b lets you store 
text and graphics within audio files. ATRAC3, 


another audio file format developed by Sony, _ 


is able to keep high audio quality and is capa- 
ble of securing the electronic distribution of 
music. 

Mjuice is yet another new audio file format , 
that contains an expiration date giving down- 
loaded music a time-out period; the music will 
not play after the preset date specified. 
Mjuice’s expiration date gives music vendors 
the perfect distribution medium to release 
time-sensitive demos. 


= Playing MP3 Files. After acquiring 
MP3 files from the Internet, you need special 


software or an.external MP3 player to pl 
your music. If you plan.to.use’your computer 
to play backumusic, a good set of,computer 
speakers is reco to*gét the most out 
of your downloaded music. 

Winamp is one of the most popular software 
players available for download over the 
Internet and can be downloaded by visiting 
http://www.winamp.com. Winamp lets you 
play MP3 files, CDs, Mjuice files, and others. 
Winamp gives you complete control over your 
music with its built-in, full-featured equalizer 
that lets you set 10 bands of equalization. It 
also displays the name of your current song 
and its duration and gives you easy-to-use 
controls that resemble those of a CD player or 
cassette deck for playing, pausing, and skip- 
ping songs. 

Using Winamp’s playlist, you can specify 
your favorite songs to be played in any order 
or let Winamp choose your songs for you 
using the shuffle feature. Winamp’s repeat 
function lets you hear your favorite song over 
and over again. While Winamp does not give 
you the ability to create your own MP3 files, 
this program is a must for any MP3 enthusiast. 

If you're looking for a software package that ` 
is capable of both playing MP3 files and creat- 
ing them from your favorite CDs, you should 
check out RealAudio’s RealJukebox. This pow- 
erful player lets you manage and sort all of 
your audio files. 

RealJukebox is available in both a free ver- 
sion and a Plus version that costs $29.99. The 
Plus version gives you a 10-band graphic 
equalizer (you only get three bands in the stan- 
dard version) that really gives you' control of 


Guide Series / PCGaming 137 


your music and access to more than 2,500 dif- 
ferent music stations from around the world. 


© Portable Players. If you want to take 
your MP3 files with you when you are on the 
go, there are plenty of portable MP3 players on 
the market ranging from the size of a pen to 
the size of a small tape recorder. Whatever 
player you decide on, you can be sure that you 
are going to fork over some cash: These play- 
ers typically cost $130 and up. 

With your portable MP3 player, you will 
never hear a skip, which makes them the per- 
fect player for listening to music while work- 
ing out or taking a trip. When selecting a 
portable MP3 Player, make sure that it has at 
least 64MB (megabytes) of memory so that you 
have enough to play all of your favorite songs. 
Also, the smaller the player, the more it is like- 
ly to cost. It is a good idea to get a player that 
will fit your needs, taking into consideration 
size, amount of memory, and of course, the 
cost. If you are interested in portable MP3 
players not mentioned below, check out 
MP3.com for additional information about 
available players. 

One of the smallest MP3 players on the mar- 
ket is the Sony Vaio MC-P10 Music Clip, mea- 
suring only .9 inches high x .9 inches wide x 
4.69 inches long. The MC-P10 comes with 
64MB of memory and is capable of holding up 
to a full hour of MP3 music. This small piece of 
hardware doesn’t come cheap: It sells for 
around $300. 

If you are looking for an inexpensive MP3 
player, the D-Link DMP-100 portable MP3 
player is worth checking out at around $130. 
It comes with 32MB of base memory and is 
upgradeable to 64MB with a SmartMedia 
memory card. You can select songs by scrol- 
ling through song titles using the buttons on 
top of the unit. A five-band graphic equalizer 
gives you control over you music, letting you 
adjust music playback to meet your hearing 
preferences. The DMP-100 also records audio 


such as voice and works much like a digital 
tape recorder, letting you record memos to 
yourself. 

One of the most popular MP3 players on the 
market is the new Nomad II MG from Creative 
Labs. A sleek and portable unit, it comes with 
64MB of RAM standard. Instead of eating up 
all of your batteries, this unit is fully recharge- 
able and uses a USB (Universal Serial Bus) 
interface to speed the process of loading it up 
with all your favorite songs. The Nomad II MG 
comes with an FM radio and is capable of 
recording songs right from the radio signal. 
Like the D-link Player, this unit comes with a 
built-in microphone for recording like a tape 
recorder. When new audio formats become 
available, this unit is also fully reprogramma- 
ble, which means that it can be reprogrammed 
to accommodate future audio formats. This 
powerful MP3 player sells for $399. 


= Players For Your Entertainment 
Center. If you are really into home audio 
and MP3 files, MP3 components for your 
home audio system are now available, but 
like their portable counterparts, they don’t 
come cheap. Most of these components cur- 
rently read from a CD-ROM, while the 
Diamond Rio utilizes a 17GB hard drive for 
the ultimate in MP3 storage. Two home 
audio components are currently available 
from Audio Request and Netdrives. 

The AudioRequest ARQ1 is a perfect fit for 
any home stereo. It uses a CD to deliver up to 
300 hours of MP3 playing time. The ARQ1 
comes with its own remote control that per- 
forms all of the functions of a CD player, 
letting you fast forward, skip to the next 
song, or scroll through music to make 
your selections by title. The on-screen 
display lets you scroll through your 
music on your television screen, making 
it easier to sort through and select your 
music. The ARQ1 retails for $799 


MP3s aren’t just for portable 
players. The Audio 

Request ARQ1 MP3 player 
will let you play MP3 files 
recorded to a CD on your 
home stereo. Using its 
CD-ROM drive, the ARQ1 

can deliver up to 300 

hours of playing time. 
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Another home entertainment component 
bringing MP3 audio to your home stereo sys- 
tem is the Brujo from Netdrives. This audio 
component uses a CD-ROM drive for its MP3 
file storage just like the ARQ1. It comes in a 
black case to match your other stereo compo- 
nents and a remote control. It uses standard 
RCA cable to connect to your home audio sys- 
tem, and it has a headphone jack on the front. 
The Brujo comes reasonably priced at $229 and 
can be ordered from the company Web site at 
http:/ /www.netdrives.com. 

Several different companies are now mak- 
ing MP3 appliances that use hard drives to 
store MP3 files. Two such devices are the Rio 
Digital Audio Receiver by S3.- (http:// 
www.s3.com) and Trackz, available from 
(http:/ /www.mp3kit.com). 

While these players probably will not match 
your other home audio hardware in size and 
color, they offer a tremendous amount of MP3 
storage space and connect to your home sys- 
tem via the use of standard RCA cables. The 
Rio Digital Audio Receiver comes with a 17GB 
hard drive built-in, while the Trackz unit does 
not come with any Internal storage. The Trackz 
lets you install your own IDE hard drive and it 
supports up to a 37GB drive. The Rio Digital 
Audio Receiver sells for $299, and the Tracks 
will run you $219 plus hard drive. 


by Scott Jones 


Rip Your 
Own Tracks 


n the days when MP stood for something 


[ori (Member of Parliament or 
Mounted Police), the verb “rip” meant to 
tear or split apart, “rip off” suggested stealing 
or a cheap exploitative imitation, and 
“ripped” implied a drugged state of mind. 
Now there’s MP3, an acronym for Moving 
Pictures Experts Group Audio-1 Layer 3, the 
de facto standard for the transmission of CD- 
quality audio in compressed digital audio for- 
mat, and “rip” which refers to the act of copy- 
ing music from a CD to a computer-based 
storage device. Ripped audio tracks are typi- 
cally saved to hard disk in the .WAV file for- 
mat (or as an AIFF file on Macintosh) then 
encoded in MP3 format. 

Why MP3? Because .WAV files store audio 
information (such as sample rate and bit 
depth) as uncompressed data. MP3, on the 
other hand, takes audio data and compresses 


it by a factor of about 12:1, stripping sounds 
that are inaudible to the human ear, while 
maintaining near perfect CD-quality audio. 
There is no noticeable sound loss with 
MP3. However, a large audio .WAV file that 
may have been about 50MB before saving 
in MP3 format, consumes only 5MB after 
compression. 

CD rippers (the applications that copy those 
CD audio tracks) are available for download 
from the Internet. Some are free; others are not. 
Popular rippers include: CD Copy (http:// 
www.cdcopy.sk/cdcopy.zip), a shareware 
application that supports CD-writing from a 
playlist, automatic playlist generation, on-the- 
fly compression, and jitter correction. It can 
also rip several tracks into one file; convert 
tracks ripped from audio CDs to MP3, .WAV, 
RealAudio, and other audio formats; and burn 
CD audio. 


Dido 4 (http://206.204.104.74/soft_rippers 
html), a free, no-frills CD ripper that lets users 
copy audio data from an audio CD directly to a 
-WAV file without loss of audio quality. You can 
then play the sound file through Windows 
Media Player or use a .WAV editor to modify 
the sound. Dido 4 lacks an MP3 encoder. 

CD-DA Extractor (http:// www.poikosoft 
.com/cdda), a shareware application that saves 
files extracted from audio CDs as MP3, Win- 
dows Media Audio, and Windows .WAV. It also 
includes a file converter with batch support, 
built-in encoders, and a sound normalizer, CD- 
DA works with several CD and DVD devices, 
including SCSI-2, SCSI-3, and ATAPI. It sup- 
ports CDDB (the Internet based “CD Database,” 
which recently changed its name to Gracenote) 
containing artist, disc title, and track title tags) so 
you can easily access a CDDB server for infor- 
mation about the tracks you're ripping without 
having to enter them manually. It also offers 
support for CD-Text information (disc title and 
track title data) and ID3 tags (a standard for 
embedding information about the artist, album, 
year, category, and track titles into an MP3 file). 

MusicMatch Jukebox (http://www.music 
match.com), an all-in-one digital music manage- 
ment suite combining CD ripper, MP3 encoder, 
playlist maker, ID3 tag editor, and media player 
in one package. (See below.) One great feature of 
this application is that it can digitally extract a 
user-specified CD audio track and save it to disk 
as an MP3 encoded file, bypassing the .WAV 
stage. 

Not all rippers work with every CD-ROM 
drive, so you may have to try-more than one 
before you achieve the desired result. The rea- 
son is that while all CD-ROM drives can play 
audio CDs, they may not be able to read actual 
raw audio data, either because the hardware 
itself does not support this feature or because 
it's unsupported by the CD-ROM drive's soft- 
ware driver. Older CD-ROM drives are the ones 
most likely not to support Digital Audio 
Extraction (DAE). Generally, all newer CD and 
DVD drives do. 

Every time you download CD audio with 
raw sector reads, the data comes in differently. If 
the audio extraction contains a high level of 
noise (clicks, pops, and hisses), it may be 
because the player does not support playback of 
frequencies higher than 16KHz (kilohertz). 
Higher frequencies sound like chirps and pops. 
Alternatively, it may be because the drive is lit- 
erally not up to speed; that is, your computer 
performed the digital audio extraction much too 
quickly for the drive to keep the audio data in 
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sync. To compensate, the drive skipped or 
repeated the audio samples, resulting in errors 
that sound like noise. Skipping also occurs if the 
computer processor cannot keep up with the 
speed of the MP3 encoding. 

To achieve the best ripping results, you may 
have to decrease DAE-reading speed and reread 
the same audio samples several times. In addi- 
tion, don’t run other programs while using a CD 
ripper, especially programs that are processor 
intensive. It’s probably best to eject the disc, 
reinsert it, choose the track you want to rip, then 
rip again. Don’t play the music before you rip it 
and eject the CD after each track you rip. This 
will clear the memory buffer and minimize read 
errors that result in clicking. Finally, remember 
that you have no legal right to encode tracks 
from CDs you haven't purchased. In addition, it 
is unlawful to post MP3 files on the Internet if 
the posted materials are copyrighted. 


© MusicMatch Jukebox. Visit 
CNET’s Download.com (http://www.down 
load.com) or click the Free Downloads link at 
ZDNet (http://www.zdnet.com), then type in 
CD Rippers in the search field. You'll quickly 
discover that the most popular Ripper applica- 
tion with end users is MusicMatch Jukebox. 
More than just a CD-Ripper, Music Match can 
function as the default player for Windows 
Media Files, MP3 files, M3U files, Shoutcast, 
and Music CDs. In addition, 
it can be-configured to deliv- 
er free music recommenda- 
tions, plus information on 
the artists and albums you 
choose to play. 

There are two versions 
of Music Match Jukebox. 
The standard edition may 
be downloaded and used 
free of charge to extract 
digital audio files and 
translate them into MP3 
format, burn CDs (there’s a 
50-song recording limit at 
near-CD quality, but un- 
limited recording at CD ° 
quality up to 320Kbps), and 
play a variety of music 
files. You can record full-length tracks in CD 
quality (12:1 compression), near-CD quality 
(18:1 compression), or FM Radio Quality at 
56Kbps or 28Kbps (70:1 compression). 

Sampling rate options include standard 
44KHz at 128Kbps or CD Quality at 160Kbps. 
If you own an older, slower CD-ROM drive, 
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Music Match configures itself for analog rather 
than digital recording. Analog recording is slow 
because it requires real-time play, and the sys- 
tem automatically defaults to near CD-quality at 
128Kbps. (Digital recording is preferred because 
with greater speed, the drive can more accurate- 
ly seek the digital information. However, sound 
quality difference between a digital and analog 
recording is negligible.) Recording quality 
options may be accessed from Music Match’s 
Options menu. 


MusicMatch Jukebox Plus, on the other hand, ` 


costs $30. It will record up to 20% faster than the 
standard edition; burn CDs with encoding 
speeds up to six times faster; let you record 


unlimited tracks and print CD jewel cases, book- - 


lets, and playlists. It also includes an MP3 
Equalizer enabling users to customize the fre- 
quency response of the music output. Ten vol- 
ume controls corresponding to ranges in fre- 
quency from 60Hz (low bass) to 16KHz (high 
treble) accommodate a variety of musical tastes. 
To burn music to a blank recordable CD, 
you'll need a CD writer. To ensure that the 
audio CDs you create can actually play in an 
audio CD player, your CD-R must be designed 
for audio burning. Both Music Match Jukebox 
versions offer support for CDDB. If you're con- 
nected to the Internet when you use the applica- 
tion, it will automatically access a CDDB server 
to locate more information about the audio track 


MUSIC MATCH 


Find Music > Easy Listening and Other 
> Other/ Mise, 


BB times tric roge E 


or CD currently inserted in the CD-ROM drive. 
To ensure that Music Match is properly con- 
figured for CDDB server access, connect 
to the Internet, launch Music Match, click 
Options, click Settings, and click the CDDB 
/Connectivity tab, then checkmark the option 
Enable CDDB CD Lookup Service. 


To record MP3 files, you must rip the audio 
track from the CD, then encode it. Connect to 
the Internet for CDDB access, then launch 
Music Match. Click the Rec (Record) button or 
select Options, View, Show Recorder to open 
the Recorder screen. Insert an audio CD in your 
computer CD-ROM drive. CDDB will kick in 
with information about the Track Name, Artist 
Name, Album name, and Track Number. 

If there’s no CDDB information about the 
track, you must enter this information man- 
ually. Select the tracks you wish to record. If 
you want to record only one track from the 
CD, click None on the Recorder bar, then scroll 
the list of tracks and checkmark the track you 
want to record. Click the Rec button. Recorded 
tracks are automatically added to your Music 
library in the new songs directory. To play the 
music you've just recorded, return to the 
Jukebox module, point at Playlist, click Open 
Music, click Tracks, double-click All Tracks, 
then select the song just recorded. 

You can select the location where your 
recorded song files will be stored. The 
default location on Win 9x systems is C:\My 
Documents\My Music. 

To make changes, click Options, Settings, 
Recorder, then click the Songs Directory 
button. Enter the path to the New Songs 
Directory. Click OK. The Recorder tab also 
provides control over the Recording Quality 
(CD quality vs. near CD quality) and the 
recording mode (Digital with or without Error 
Correction, or Analog). Activating Error 
Correction will optimize the recording process 
on slower drives by minimizing the effect of 
drive-seek errors that may cause jitters, clicks, 
pops, hisses, or skips in the recorded song. If 
you avoid running other programs while 
Music Match Jukebox encodes, you may also 
eliminate the errors. 

Music Match Jukebox requires a 166MHz 

Pentium or faster; 


MusicMatch Jukebox Win9x, WinNT, or 
supports CDDB server Win2000; 32MB 
access for information RAM; 30MB free 
about artist, disc title, hard drive space; 
and track title. SVGA or higher 


resolution; a 4X 


CD-ROM drive or faster; a CD Writer for creat- 


ing CDs; and Windows Media Player 6.4 or 
later. A.7.5MB freeware version is available; 
the full version is $30. 


by Carol S. Holzberg, Ph.D. 


ee aaa 
Burn, Baby, Burn 


How To Record Your Own CDs 


few years ago, if you were talking on 
A: phone to a friend and mentioned 

you were “burning,” you would prob- 
ably have earned a visit from the local fire de- 
partment. Today, you're just on the cutting 
edge of technology. Making your own CDs, 
which is also know as burning, has become the 
latest big thing in the computing world. 

The surge in popularity of burning CDs is 
partly the result of a considerable decline in 
the price of recorders and media (blank discs) 
during the past few years. In addition, full-fea- 
tured software packages now make it possible 
to not only create high-quality audio CDs but 
also data, photo, and video discs. Best of all, 
burning CDs is easy to do. Although some as- 
pects of audio-CD creation are confusing, the 
deeper you get into it, you'll see that creating 
simple audio CDs that sound great is easy. In 
the following, you will find what you'll need 
in terms of hardware and software and some 
of the various ways you can create CDs. We'll 
also give you an overview of the technology 
behind audio-CD creation and alert you to 
some of the.problems you might encounter 
and how you can avoid them. 


= Hardware. First, CD recorders are not 
like regular CD players or CD-ROM drives. 
The CD-ROM drives most computers ship 
with just play CDs (data and audio), period. 
To record to discs, you'll need a special item 


called a CD-R (CD-recordable) drive or a CD- 
RW (CD-tewriteable) drive. We won't get too 
deeply into specific brands of recorders and 
rewriters because there are dozens to choose 
from, including selections from companies 
such as Yamaha, Sony, Kodak, and Philips. 
Different people will have different needs 
when it comes to burners, so it’s a good idea to 
do a little research of your own to get an idea 
of pricing and features. 

However, when looking for a CD drive to 
use as a burner, you will encounter several op- 
tions from which you need to choose. 

CD-R vs. CD-RW. There are two types of 
recordable media: CD-Rs and CD-RWs. With a 
CD-R, you can write to the disc only once, but 
you can read the CD multiple times. Because 
you can write to a CD-R only once, you can’t 
erase or writer over its data. However, you can 
play the disc in almost any CD player. 

A CD-RW, on the other hand, works more 
like a diskette because you can write to a CD- 
RW, erase it, and then write new information 
to it. However, there is a downside to CD- 


` RWs: They are a bit iffier than CD-Rs when it 


comes to compatibility with CD players. Some 
players will read the format fine, but others 
will refuse. CD-Rs are much more dependable 
for use in home and car stereo systems. 
Obviously, a CD-R drive uses CD-Rs, and a 
CD-RW drive uses CD-RWs, but you also can 
record CD-Rs using a CD-RW drive. (CD-Rs 


are generally cheaper than CD-RWs and more 
compatible with most regular CD players.) 
With either type of drive, you can read CDs 
and CD-ROMs, though. (In other words, in ad- 
dition to writing CDs, they also work as CD 
players for audio and data CDs.) 

Internal vs. external. Many will find 
that getting an external burner/drive is 
preferable to an internal one. Not only is it 
easier to install, but it also tends to last 
longer. (Externals shut off and stay cooler.) 
One of the biggest selling points for an ex- 
ternal drive is transportability. With an ex- 
ternal burner, you can hook it up to other 
computers and even other platforms (such as 
a Mac). 

SCSI, IDE, USB, or parallel? One other 
main thing you need to consider when pur- 
chasing a burner is how it will connect to your 
computer. If you buy, say, a USB (Universal 
Serial Bus) burner and don’t have a USB port 
on your computer, you're going to have a 
problem. Make sure your system can support 
the type of device you want to purchase— 
make sure it has the proper port. At the mo- 
ment, many experts recommend the use of 
SCSI (Small Computer System Interface) 
burners; SCSI ports are faster than parallel 
ports, which could make a big difference in 


‘terms of performance (more on this in a bit). 


E Media. Once you decide on a drive, you 
will need to buy some CDs. CD-Rs are quite 
cheap and readily available, particularly over 
the Internet. Because the prices range quite a 
bit from retailer to retailer, you might do well 
to compare them at a few stores. Many dif- 
ferent brands exist, and they come bundled in 
many different ways. Two of the most popular 
bundling methods are in small batches with 
jewelcases or in packets of 50 to 100 without 
cases. This last method is a great bargain in 
terms of money, but the discs don’t store as 
nicely. 

Most recordable CDs can hold up to 74 min- 
utes of audio or 650MB (megabytes) of data. 
CD-Rs are not certified above the 650MB mark, 
althéugh you can find media that hold 80 min- 
utes or 700MB of data. 

One more thing to keep in mind with CD- 
Rs is that they are easier to damage than tra- 
ditional CDs. To minimize the threat from 
random scratches or other damage, consider 
going with media from a company such as 
Kodak, which offers a hard coating on its 
discs called InfoGuard that can help offer 
extra protection. 
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Software. When it comes to successful 
CD burning, the software you choose will have 
the biggest impact on your finished product. 
There are a great many packages out there, 
and one probably came with your recorder. 
However; the application that came with your 
drive is probably just a lite version of a pro- 
gram. You should consider upgrading to the 
full-featured program because it is usually a 
good bargain (it will probably cost you less 
than $100), and it will definitely pay for itself 
with its added features. 

Good software packages bundle programs 
for creating data, music, and other kinds of 
CDs, and they usually come with some form of 
program for creating jewelcase covers. All 
packages look, feel, and work a little different, 
so try out the lite or demo version of an appli- 
cation before you shell out money for one. If 
you try before you buy, you can also make 


sure the software works with your specific 
burner. (NOTE: For more information on CD- 
burning software, see the “Software To Burn” 
sidebar.) 


Burn, Burn, Burn. As mentioned, 
programs vary considerably in how they go 
about burning a CD. Most do a fantastic job of 
walking you through the process, but in gen- 
eral, they are all doing almost the same thing. 

When it comes to audio CDs, they all must 
follow the same format, called the Red Book 
standard: 44.1KHz (kilohertz) stereo, 16-bit. 
For Windows systems, this basically means 
you must convert audio tracks to WAV files 
(on Macs, AIFF files) before you can copy them 
to a CD. If they aren’t in WAV format, most 
commercial packages will convert tracks for 


you. If you're using a lite version of a package . 


that doesn’t convert audio files, you'll need a 


utility to do it. (For MP3s, Acoustica’s MP3 to 
Wave program [free to try, $14.95 to register; 


_ 877/353-7297; http:/ /www.mp3towave.com] 


is a great way to get all your MP3 files ready 
for recording.) 

If this is your first time burning CDs, you'll 
probably want to make one using a disc-at- 
once process. This method lets you burn an 
entire CD, start to finish, in one sitting. This 
gives you a great deal of control over the disc 
creation (you can choose gap length between 
tracks) and is quite simple to do. On the 
down side, you'll need 650MB on your hard 
drive to hold the to-be-created CD. Once it’s 
burned, you won't be able to add additional 
information. 

The track-at-once process, or multisession, is 
another way to burn discs. With multisession, 
you can lay down a track at a time and keep 
the session open so you can add tracks later. 


‘Software To Burn 


f you want to take your CD effects to clean up and trick you register it, you can record 
burning experience to a out audio tracks. only four songs to a CD-R. 
higher level, try one of these ese i 
packages. A warning: Conflicts EZ CD Creator Deluxe also 


Nero is another powerful CD- 
burning package that has be- 
come very popular during the 
last couple of years. Version — 


with cD Spin Doctor. 


- other analog sources 


Usen numerous filters and — 
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Nero Burning Rom 


$69 
= ee Ahead Software 
your hard drive. A demo ofthis -—  http:/www.nero.com/en 
/index2.htm — 


application is available, but until 


_ may exist between them (espe- supports MP3 to CD creation, Free/$19.99 5 has many great features, 
cially their drivers) so install as well as online artist/track MusicMatch including support for multi- 
_ only one CD-burning software databases. (888) 282-5887 ple copy burning, multiple 
package at a time. http:/www.musicmatch.com i 
$29.95 With the free version of 
$89 Qwerks MusicMatch Jukebox, you can S: 
Adaptec http://www.zy2000.com do a lot: play CDs and MP3s, rip The MP3 jukebox that does 
(408) 934-7283 : MP3s (take tracks from CDs and 
http://www.adaptec.com If you're just looking to burn turn them into MP3s), and burn 
MP3s to CD, check out MP3 CD CDs. There are also consider- 
This has been the undisputed Maker. In addition to converting able Internet features, such as a 
leader of CD creation over the MP3 files to WAVs, this program __title/track database, song down- 
past couple of years. EZ CD can also burn MP3s right to loading, and much more. The 
Creator Deluxe combines ease of CDs. This way, you don’thave to Plus version adds jewelcase cre- 
use with a huge collection of toys. make room for big WAV files on ` ation, an advanced equalizer, 
This program lets you: and much faster CD burning for  MusleMatch Jukebox hasa 
© Send video postcards Nero Burning $19.99. Saas a aa ame 
on CDs that play on Rom is a CD- This is a great all-in-one music 
any computer. burning package package and certainly worth musie and hem your own COs, 
e Create and edit checking out for any number of 
phot karaoke filter the above reasons. languages, and video CDs. It 
| also has a karaoke filter that 


cancels out the voice track and — 
a title and artist database. In — 


_ addition, it comes with a cover 


editor for janoaa 


Here are a few hints you can use for burning CDs. 


Always scan your audio files for viruses before 
burning them to CDs. If you have infected files, and 
you burn them into a CD, there is no way to disinfect 
them. (Hello, coaster.) 


Listen to WAV files before burning them to make 

sure they are of good quality. This is also a good 
time to do any audio editing, such as adding ef- 
fects, you will want to do. 


If your software has something such as a 
test write feature, you should use it for at 
least the first few burnings. Test write lets you 
run the entire burning process in test mode 
to shake any bugs—with hardware or soft- 
ware—out of the process and save you from 
creating more coasters. This is a great feature 
‘to use while learning the whole process or using 

Mew equipment. 


Can put music and data on the same disc, but if 
‘ "you do, make sure the music is burned in first. This way 
all CD players will be able to recognize and play the tracks. 


= Hiss & Click Re- 
moval. Your buffer ran 
fine, and you have your 
first successful burned 
CD. You slap it into your 
stereo and music strug- 
gling against an array of 
hisses and clicks. There 
are many reasons (and 
many parts of the process 
that could be responsible) 
why you might experi- 
ence poor audio quality in 
your recordings. 

First, check’ out the 
WAVs on your hard drive 
that you are waiting to 
burn. A bad WAV will 
make a bad CD track 100% 
of the time. If the WAVs 
are fine, then it’s some- 
thing in the recording 
process. Try defragging 
your hard drive. In addi- 
tion, make sure both the 


With this method, you don’t need a large 
amount of disc space. However, you also 
won't be able to use the disc (probably) until 
it's closed because many CD players don’t get 
along with open CDs. Again, your individual 
software can help you a great deal in this area, 
and you should make sure your recorder can 
support both these recording methods. 


Stray MP3s and WAV files on your hard 


drive aren’t all you can burn to discs. If your 
regular CD player supports digital audio ex- 
traction (and most newer ones do), you can 
record from CD to CD. You also can record 
from a cassette or record to a CD. To do this, 
you'll need to patch the cassette or LP source 
into your computer and save the tracks 
as WAV files using a program such as 
Syntril-lium Software’s Cool Edit 2000 ($69; 
888/941-7100, 480/941-4327; http://www 
.syntrillium.com/cooledit) or Andrew, Fish’s 
Audiotools ($20;http://www.btinternet 
.com/~amfish). 

How long it takes to burn your CD will de- 
pend on how fast your burner is and how fast 
you're burning. CD devices are rated ac- 
cording to speed. A CD recorder at 1x will take 
one minute to record one minute of audio. At 
the moment, 4x seems to be the standard for 
CD recorders (although they can record 
slower, such as 1x or 2x). At 4x, it will take you 


20 minutes to record a full CD. You should 


make sure the CD-R you use can support the 
specific speed you're recording at. 


© Buffer Underruns. The primary 
problem you'll run into while burning a CD is 
the buffer underrun. CD recorders are a bit 
like creative geniuses: They hate to be bugged 
while doing their thing. CD recorders set up a 
buffer, a temporary storage area in a comput- 
er's memory, so it can ensure a steady stream 
of music is constantly coming in. If your com- 
puter processor is suddenly pulled away to do 
something else, the buffer runs dry, which is 
called buffer underrun. 

When reading CDs, it’s best to get it going 
and then walk away. Make sure you close all 
other applications and disable antivirus and 
screen saver programs (and any other program 
that wakes up on a semiregular basis). It’s also 
helpful to keep your hard drive defragmented; 
fragmentation will scatter bits of files to var- 
ious parts of the drive, making the burner 
work harder to find them and threatening 
your buffer. In addition, you can try recording 
at a slower speed (an option that should be 
available on your software) and making sure 
the files you're burning are on your hard drive 
(as opposed to a slower CD drive, which may 
not be able to write fast enough). 


CD you're recording to 
and the CD you're ex- 
tracting from (if applicable) have a clean sur- 
face. Try extracting/recording at slower 
speeds or try a different program. If the 
problem continues, it may be a laser misalign- 
ment problem in your recorder, which means 
you will have to have a professional repair 
your drive. 


= Legal Issues. As you're probably 

aware, there has been a flurry of music law-. 
suits over the past couple of years concerning 

everything musical, including mobile MP3 - 
players to Metallica music on Napster. A great 

many legal issues swirl around the music in- 

dustry, and the laws vary considerably from 

country to country, situation to situation, and 

even song to song. In the United States, the 

1992 Digital Home Recording Act makes it 

legal for people to make a copy of a recording 

they own as long as it is for their use. How- 

ever, as the Internet continues to muddy the 

waters of this issue, it’s always good to check 

before doing anything. Two excellent sources 

of information are the Home Recording Rights 

Coalition (http://www.hrrc.org) and the 

Recording Industry Association of America 

(http://www.riaa.com). 


by Rich Gray 
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Download & Go 


udio books have been popular among 
Posies travelers and commuters for 

years. In fact, according to Credit Suisse 
First Boston, the audio book segment of the pub- 
lishing industry alone reportedly generates $2.2 
billion a year. But the Information Age offers a 
new spin on the audio book concept that gives 
consumers the option of downloading books 
from the Web. The results are new conve- 
niences, more options, and lower prices for peo- 
ple who enjoy listening to books on the go. 


= Now Hear This. The leader in down- 
loadable audio books is Audible.com (http:// 
www.audible.com). Audible.com uses its own 
audio-compression format to deliver books, 
newspaper articles, radio programs, and other 
material it sells on its site. To start listening, 
use the site’s search tools to find a book, down- 
load the encrypted sound file, and use your 
credit card for payment. Once you've down- 
loaded the file, you can play it back ona 
number of devices, including a Windows 
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CE-enabled handheld PC or a Diamond Rio 
500 digital audio player. You also can listen 
right at your PC using Windows Media Player 
or RealNetworks’ RealPlayer. 

The digital audio book format gives book- 
lovers more flexibility. You can only listen to tra- 
ditional audio books with a tape player, but 
books you download from the Web allow you to 
switch back and forth among various replay 
modes, depending on what is most convenient. 
For example, you can start a book while sitting 
at your computer and then switch to a portable 
player and listen via headphones when you 
leave for the day. Once you get to your car, you 
can plug the portable player into your car stereo. 

Audible has developed special software that 
protects its content from redistribution. When a 
user buys an audio file, the software prevents it 
from being played on devices that the purchaser 
hasn't registered with Audible. 

What's available. Audible.com presently 
offers more than 20,000 hours of audio content, 
and its collection grows by several hundred 


titles every month. The company deals with 45 
different audio book publishers to license, 
encode, and sell their content on the Audible 
.com Web site. You'll find all kinds of material 
at Audible.com, including fiction and nonfic- 
tion best-sellers, education titles, leading print 
newspapers and magazines. 

Audible.com also sells a variety of news pro- 
grams that are updated each day. You can even 
automate the process so the morning's edition 
of the Wall Street Journal is ready for you when 
you walk out the door each morning. 


= Cheaper Than Tape. in general, 
Audible.com’s audio books are about half the 


. cost of books on tape. Because the company 


doesn’t have the costs associated with a physical 
product and distribution, it can keep its expens- 
es down and charge less for its products. 
According to Jonathan Korzen, Audible’s senior 
manager of media relations, the average cost for 
a three-hour audio book is $6.95. 

Over the past few months, Audible has made 
deals with several companies, including Philips, 
Toshiba, Sanyo, and Matsushita. These manu- 
facturers all plan to ship Audible software with 
their forthcoming audio players. Consumers can 
then transfer downloaded Audible audio pro- 
gramming to the devices. 


E More Volume. According to Jupiter 
Communications, 33% of all Internet users lis- 
ten to Internet-delivered audio on their per- 
sonal computers. As this area expands and 
mobile digital audio devices become more 
commonplace, the market for audio books-on- 
the-go will likely grow, as well. 

Already, startup MP3Lit.com (http://www 
.mp3lit.com) is getting into the game. MP3Lit 
presently offers recordings of short stories, nov- 
els, poems, essays, and interviews in both MP3 
and RealAudio formats. But a new division of 
the company, called LoudBooks (http://www 
loudbooks.com), has plans to allow users to 
download full audio books for playback on a 
variety of devices, including PCs, MP3 players, 
personal digital assistants, and digital-audio 
enabled cell phones. 

Meanwhile, Yahoo! Broadcast (http://www 
.broadcast.com) offers more than 1,600 full- 
length audio books on its site although its 
offerings include few contemporary works. 
Additionally, you can only hear Yahoo! broad- 
casts through a PC using RealPlayer or Win- 
dows Media Player. 


by Justine K. Brown 
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